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INTRODUCTION 


Sega Genesis Secrets 2 is meant to get you farther than you've 
ever gotten in the games you love to play. By combining 
detailed descriptions with lots of graphics, this book not only 
tells you what to do, but often shows you, too. Like all books in 
the Secrets of the Games series, Sega Genesis Secrets 2 goes an 
extra step for you. In fact, you can read this book in three 
different ways: 

1. As a guide to the games you don’t yet own. What 
kind of game is it? Does it sound like fun? Learn about the 
games before you buy them. 

2. As a strategy guide. How can you play this game 
successfully? Check the General Strategies section of each 
chapter for the most successful techniques and ideas. Then 
check the level-by-level, step-by-step Strategy Session and learn 
exactly how to go from the start to the finish of each game. 

3. To learn the ultimate secrets. Even in the step-by-step 
descriptions, we hold back a little. We want you to try and 
figure it out on your own. But if you’re still stuck, try our section 
called The Secrets. Often you'll find special strategies, 
passwords, or even powerful secret techniques in The Secrets. 

Our special Sports Section gives you winning tips and 
lost of info about the great Genesis sports titles. 

Finally we've provided a chapter of Short Tips to add to 
your fun. That's where you find some of the secrets, passwords, 
and nifty tricks hidden in your games. 

Be sure to check out the special contest we're running 
with Sega of America. Find the entry form at the back of the 
book. You might win six Sega cartridges just for sending in your 
name and address! 


I'd like to end with a personal statement. It's the same statement 
I've put in all my books. Video games are often violent in 
content. That’s okay. They’re games. Enjoy the games, but please 
remember what's important: 


Respect the Earth. 
Respect all Life. 


—RDM 
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CHAPTER 1 


Alien Storm 


Distributor: Sega 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Alien invaders have descended upon planet Earth! These 
unnamed predators can take the form of almost 
anything—including humans! No one can stop the aliens until 
a band of renegades known as the Alien Busters begins to 
drive the aliens back. Become a Buster and rid the Earth of 
aliens forever! 


PLAYERS 


Alien Storm is for one or two players. There are several, modes 
of play. 
Arcade is eight levels of frenetic action against alien 
scumbags. One or two players can play. . 
The Duel is a series of nine battles against progressively 
harder alien enemies. Only one player can participate. 
1P Vs. 2P is a best-of-three duel between two human players. 
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SCORING 


You don’t score points during the game. When you lose all your 
lives, or when you beat the game, you get a score and a rank that 
grades your score. Higher scores get higher ranks, of course. 


LIVES AND CONTINUES 


You have one life and one Life Gauge. As you're hit by enemies 
and other hurtful thingamabobs, you lose Life. Run out of Life 
and the game is over. 

You begin the game with three continues. When your Life 
Gauge bottoms out, you can continue from where you perished. 
If you run out of continues, the game is truly over. 


CONTROLS 


Move Buster 


Run (Press Twice) Roll 


Special Attack Attack 


WEAPONS 


You can choose from one of three Alien Busters. Each Buster has 
a regular and Special Weapon. 


Gordon uses the Thunder Bazooka. 
His Special Weapon is the Gunship. 


Alien Storm 


Karla uses the Fire Blaster. Her Special 
Weapon is the Ballistic Missile. 


Slammer uses the 
Electric Whip. Its 
Special Weapon is the 
Self-Destruct. 


Each Buster has an Energy Gauge that keeps track of how much 
Energy the Buster has left. The more the Buster uses a weapon, 
the lower the Gauge gets. Using the Special Weapon drains the 
Energy Gauge very quickly. When the Gauge is empty, the 
Buster can only swing his weapon like a club until he gets an 
Energy Unit. 


SPECIAL ITEMS 
There are two items that appear during the game. 


The Energy Unit charges up the Energy Gauge slightly. 
The Life Kit charges up the Life Gauge slightly. 


FRIENDS 


The humans that you see during the 
game are the people you're saving! 
Don’t shoot them or you'll lose Life. 


ENEMIES 


The aliens have no names, but they have bad attitudes! The 
faster you fry them, the better you'll do in the game. 


STRATEGY SESSION 
General Strategies 


Shoot and move! If you stay in one place too long, the aliens will 
surround you on both sides and attack. Stay still just long 
enough to blast an alien, then start moving around the screen 
again. Run back and forth to really confuse your enemies. 

In a two-player game, you only get the same amount of 
credits as you do in a one-player game. Therefore, if you want a 
better shot at finishing the game, play solo. If you want to goof 
around and have fun, play with a friend. 
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Slammer is the best overall 
fighter, followed by Gordon and 
Karla. You may find that you 
prefer one of the weaker 
characters over Slammer, so 
don’t worry too much about 
which one you are. 


MISSION 1: SAVE THE PEOPLE 


You’re here to save the 
people, but the first 
two guys that run onto 
the screen aren't 
people at all! They're 
aliens in disguise. 
These guys breathe 
toxic fumes, whip their 
tentacles, and jump at 
you to digest you. Call 
them Gut-Suckers. 


Keep the Suckers on one side of 
you and attack! When you beat the 
Suckers, they'll turn into baby aliens. 
Whack these aliens to get Energy Units. 


Walk to the right. 
The barrels will spring 
to life as the alien slugs 
underneath them attack 
you. A single green alien (call him Dwarf) will also charge. 
Defeat both the Slugs and the Green Dwarf. 

Keep fighting to the right through the Dwarves and Gut- 
Suckers until you reach the people being attacked. Kill the 
heinous aliens until you reach the door leading into the 
warehouse. Go inside and you'll be participating in your first 3D 
Shooting Range! 


Alien Storm 


The strategy for the Shooting 
Range is the same from Mission 
to Mission. Shoot everything in 
sight! Every part of the screen 
may be concealing an Energy 
Unit or Life Kit. 

One strategy that works 
pretty well is moving the 
gunsight to the edge of the 
screen and moving it up and down. You'll shoot everything, 
since the screen scrolls pretty slowly. 

This Range is far easier than the ones you'll face in the 
future. All you have to do is shoot all of the attacking aliens. No 
Bosses, no flying guys, just easy blasting. Shoot them all and 
you're off to... 


MISSION 2: EXPEL THE ALIENS 


A new Dwarf will attack soon into this Mission: the Pink Dwarf. 
Pink Dwarves take more damage than Green ones, so be more 
careful fighting them. The Slugs will have found new hiding 
places underneath the trashcans and mailboxes. 

There’s a tough alien 
about halfway through the 
Mission. He zaps lasers from 
both his front and his rear, 
and also spews out poison 
clouds. Call him the Zapper! 

To zap the Zapper, keep 
alternating between his front 
and back, shooting the side that isn’t Zapping. When Zapper 
zaps backward, shoot his face, then run or jump to his other side 
and blast him there while he zaps forward. 

When you beat the Zapper, he’ll burst into three babies, 
worth three Energy Units when you kill them! After that, you'll 
run off the right side of the screen, into a Fast-Scrolling Area! 

The best way to blast 
all the aliens is to move 
up and down the screen, 
shooting constantly. This 
>" back-and-forth barrage 

; of laser fire will hit just 
about everything that 
comes onto the screen. 
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You may also want to try out your Jumping Attack. Get through 
these guys and it’s time for... 


MISSION 3: ALIEN’S NEST 


New aliens! The Pink Swarmers 
have got small wings, huge hands, 
and a devastating smash attack. 
Stay away from them and blast 
from long range. Don’t be the 
victim of an alien piledriver! 

You won’t toast anyone new 
during the Mission until you’re 
almost into the 3D Range. The Blue 
Swarmers look more than a bit like 
the Pink Swarmers, and they attack 
(and die) the same way. 

In the 3D Range, harmless 
humans will run across the screen. 
Don’t shoot them unless you want 
your Life Gauge to go down (we 
know it’s hard to resist, but try!). 

There are two new enemies in this Range. 
Leaping Dwarves jump into the foreground 
and slash you unless you shoot them first. 
The Master Alien walks 
around in the back- 
ground, doing nothing 
to attack you, but 
causing more aliens to 
come onto the screen 
until you shoot him. 
He’ll take a lot of laser fire. Once he’s 
toast, it’s new mission time... 


MISSION 4: DUEL IN BROAD DAYLIGHT 


= All the aliens in this Mission 
are Dwarves and Gut- 
"A ran rma =] Suckers, so there aren’t any 
eT TT surprises, except for an open 
manhole. Watch out for the 
Green Dwarves when they 
start jumping out at you! 


Alien Storm 


The 3D Range has two new 
guys to watch out for. Pac- 
Beasts are shot at you from Gut- 
Suckers and Flappers. Flappers 
are flying aliens! Take care of 
the Flappers first to stop the 
torrent of Pac-Beasts. 


MISSION 5: SAVE THE LABORATORY 


Watch out for the roof-mounted lasers 
scattered throughout the lab. They can 
do some damage (although not enough 
to kill you, just enough to annoy you!). 
Everything else is pretty simple, just 
Dwarves and Gut-Suckers. 

The 3D Range has yet another thing 
to shoot: the Bullet Pod. The Leaping 
Dwarves will spit these at you, as will 
the Dwarves that just pop up from the bottom of the screen. 
Feed them hot laser death! The next Mission is... 


MISSION 6: NIGHT CRAWLER 


You'll encounter some bizarre-looking green stalks in the middle 
of the level. They can’t be killed, although they can be shot. This 
brings up the keenest trick in the game! 

By standing a particular 
distance away from a stalk and 
firing at it, you’ll use your 

enn medium-range explosive 

yeee weapon over and over, blasting 
a the stalk constantly. By 
standing on one side of a stalk, 
and shooting it, your enemies 
will line up with you, walk into 
the stalk and be blown up! Even if the enemies get past the stalk, 
theyll still fly into the path of your weapon and get nailed. Use 
the stalk trick to fend off the Swarmers. 

There’s another Zapper just after the stalks. Beat it and 
you'll have to fight a new alien with eyes-a-mundo! To fight the 
Conehead (as we'll call it), shoot it from medium range, then 
run to the other side of the screen! Keep running around the 
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Conehead in a box 
pattern, shooting and 
moving. He’ll leave 
behind a bevy of 
Energy Units when he 
dies. 

After the Cone- 
head, you get to run 
through another Fast- 


Scrolling Area. This 


doesn’t get tough until 


the end, when you 


have to shoot the Night Crawler. Keep far away from the rolling 
spikes, blasting the Night Crawler incessantly. Pieces will fly off 
the Crawler as you do damage. When the Crawler blows, you're 


headed for... 


MISSION 7: DESTROY THE UFO 


There are some goofy- 
looking Slugs at the 
start of the Mission. 
They plant themselves 
into the ground and use 
red growths as 
camouflage! You can 
still nuke the growths, 
fortunately. 


The Gut-Suckers and Dwarves come non-stop in this 
Mission; this is the first time that you may seriously want to 


consider using your 
Special Attack. And keep 
all your enemies to one 
side! Get surrounded 
here and you're dead. 
The 3D Range is the 
grossest one yet, but it’s 
not tougher than the last 
one. Blast your way 
through it. When you’ve 
toasted the UFO, you'll 


walk outside—and be Gut-Sucked into the belly of the Alien 


Leader! Get ready for... 


Alien Storm 


MISSION 8: FINAL BATTLE 


In this Mission, you have to choose your path through the 
Leader’s innards. We’ve given you the shortest and easiest 
pathway through. You can go other ways if you want, but don’t 
expect things to get any simpler! 

The first chamber is filled with Gut-Suckers. They attack in 
groups of four, which means you'll be kept more than a little 
busy. Try a couple of Jumping Attacks to throw the Suckers off 
guard. When you reach the two doors, go through the one on 
the left. 

This is almost the last 3D Range you'll have to face. There are 
Leapers, Flappers, Crawlers, and Pac-Beasts. Shoot ‘til you can’t 
(and then shoot some more) to kill all the foul creatures and find 
some Special Items (which you'll probably need at this point). 
When you leave the Range, enter the leftmost of the three doors. 

You're getting close now! Your final side-view battle is 
against Kangaroo aliens. They don’t ae too quickly, but they 
spit poison and attack in r 
huge groups. Use a Special 
Attack or two, and shoot the 
strange-looking flower on 
the ground for a Life Kit. 
When you reach the next 
group of doors, enter the 
leftmost one again. 


Final battle time! This 
is the brain of the Leader. 
Don’t worry about 
shooting it too much at 
first. Concentrate on the 
attacking aliens. When 
you've destroyed all the 
alien guards, the brain 
will be left defenseless. 
Shoot it rapidly and sit 
back to watch the ending 
sequence... 


SHH... THE SECRETS 


None that we know of. Just play the game and get your reflexes 
tuned up! 


CHAPTER 2 


Castle of Illusion 


Distributor: Sega 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Mickey and Minnie were dancing in a lovely meadow when the 
evil witch Mizrabel snatched Minnie and took her away. Mickey 
followed Mizrabel to the gates of a 

huge castle. Mickey met an old man 

outside, who told him Mizrabel’s a 

plot: to steal Minnie’s beauty for 
herself! Now Mickey must rescue 
Minnie by finding his way through p 
the Castle of Illusion! me 


PLAYERS 


Castle of Illusion is for one player only. 


SCORING 


You score points by gathering Special Items, defeating ene- 
mies, and finishing Levels. At the end of each Level, you get 
three Bonuses. 
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The Clear Bonus is earned for finishing the Level. 

The Technical Bonus is the number of Power Spheres you 
have left times 1,000. 

The Secret Bonus is the number of Items you have left 
times 1,000. 


LIVES AND CONTINUES 


You have three Tries to finish the game. The Power Gauge 
measures how much energy you have left in your current Try. 
Every time you’re hit, you lose energy from the Gauge. If the 
Gauge runs out, you lose a Try. 

When you run out of Tries, you can continue the game (in 
Practice or Normal mode). You'll start from the beginning of the 
last Level you reached. 


CONTROLS 


Move Mickey Pause 


Jump 


Throw Item 


WEAPONS 


Your most dangerous weapon is your rear end! By pressing the 
Jump button twice, or by jumping and then pressing Down, 
you'll use the Bounce Attack. Bounce off multiple enemies for 
more points. 

There are three different weapons that you can collect along 
the way: Apples, Candles, and Marbles. Throw them at enemies 
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to clear yourself a path. However, if you’re playing for 
maximum points, hold on to as many of these as you can, to 
increase your Secret Bonus at the end of the Level. 


SPECIAL ITEMS 


To rescue Minnie, you have to find seven Gems. Each Gem is 
guarded by a Master of Illusion. Play through the entire game to 
collect all the Gems! 


The Bag of Items holds ten Items for you to fling at foes. 
When you have thirty Items (the maximum you can have), 
and pick up a Bag, you'll score 1,000 points. 

Mouse Ears add one to the amount of Tries you have left. You 
can also earn extra Tries at 40,000 points and at every 50,000 
points thereafter. You can have a maximum of ten Tries. 

Stars increase the Power Gauge. If the Gauge is full, you'll 
score 1,000 points. 

White Gems are worth 100 points. 


FRIENDS 


Minnie is Mickey’s best friend, but she’s under the spell of the 
evil Mizrabel! Save her! 


ENEMIES 


The Masters of Illusion are your toughest foes. Before you can 
find a Gem, you have to defeat the Master of Illusion guarding 
it. There are seven Masters in all (for the Normal and Hard 
modes). 

When you have all the Gems, you'll face Mizrabel! Defeat 
her and you'll rescue Minnie! 


STRATEGY SESSION 


General Strategies 


The Strategy Session applies to the Normal level of difficulty. In 
the Hard mode, there are more enemies, and some Items are 
different (an Apple in the Normal mode may become a White Gem 
in the Hard mode, for example). The basic strategies for defeating 
the game will remain the same in the Normal or Hard mode. 

If you plan to play for points, don’t throw Items unless you 
absolutely have to. If you just want to get through the game, go 
ahead and use them whenever you want. 
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There are two ways to use your Bounce Attack: by double- 
pressing the button or by jumping and holding Down. Practice 
both methods until you find one that you’re comfortable with. 
We found that jumping and holding down was more intuitive. 

Each Level has been broken down into sections. When the 
screen fades to black, and you appear in a new area, you’ve 
entered a new section. Remember this as you use the Strategy 
Session to play through the game. 


LEVEL ONE: THE ENCHANTED FOREST 
Level 1-1 


Start walking to the right. You'll 
meet up with your first enemy, a 
tree stump. Give him the Bounce 
Attack to see him off. Continue to 
the right and you'll find a group of 
Apples in the trees. Grab them, 
- because you may need them later! 

Keep walking until you find the 
swinging rope. Jump onto the rope and 
you'll swing over the mushrooms, 
gathering the Stars in the air. When you're 
swinging on a rope, you’re invincible, 
something that could come in handy later! 

Watch out for the tulips past the rope. 
They spit poisonous seeds into the air, 
trying to get you. Stay close to them and 
let the seeds fly over you, then Bounce 
Attack them. 

When you reach the end of this section, the screen will fede 
out. That means you’re going to the next section! 


Level 1-2 


Move to the right and you'll find the first of a series of vines to 
swing on. Play Tarzan and swing to the right. 

When you grab onto the third vine, wait until you start 
swinging to the right and then let go of the vine, hugging the 
wall to the right. You'll enter a hidden cubby hole with a bag of 
Apples. Take the Bag and then jump to the left, getting back up 
to the vines. 

When you get to the fourth vine, drop down against the 
right wall again. This time, the cubby hole will hold Mouse Ears. 
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An extra life! Snag the free life and 
jump back up so you can continue 
going to the right. 

When you reach the downhill 
slope, start running down the hill! A 


huge apple will start rol- 
ling down the hill behind 
you! When the apple’s 
about to squash you, jump up and move the fast-moving fruit. At 
the bottom of the hill, walk to the right to enter the next section. 


Level 1-3 
This section has only two 
Stars to collect, but lots of 
_ : enemies! Stay on the 
ee “j= leaves toward the top of 
os ] A | | the screen to cross the 


path of one of the Stars. 
Some of the leaves will 
move when you land on 
them, so be careful. 


Keep an eye out for the 
spiders, which you can 
Bounce Attack off. The but- 
terflies are even worse, | g. 
because they blend in with ; 
the background. Just stay at 
the top of the screen and 
move to the right to find the f =~ 
exit to the next section. om. 


Level 1-4 


As soon as you move to the right, the sky will turn dark and 
cloudy! Jump into the tree to get the Apples, then move to the 
right to gather a few more. 
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There’s a jackpot in 
the branches of one of 
the high trees. To get 
there, Bounce Attack 
from ghost to ghost. You 
can bounce several times 
on a single ghost; it will 
disappear and reappear, 
but not for long. 

When you collect the gonis fall back down to the ground 
and go into the hole to the left. Drop down to the tunnel leading 


to the left. Walk into the tunnel and keep walking. You'll go 
right through the wall and end up in a hidden room with White 
Gems and a Star. Take all the Items and then return to the right, 
through the wall. 

Jump back up to the trees and move to the right until you 
reach a tunnel. If you’re at the lower tunnel, get up to the higher 
tunnel by jumping up the tree branches. 

There are three bags of Apples in this cave. Collect all the 
bags so that you end up with 30 items, and score some bonus 
points too! Once you’ve 
got all the bags, go down 
and right to find the exit. 

It’s your first Master of 
Illusion, the Rolling Log! 
You can defeat him 
without using any Apples 
at all, and here’s how. Stay 
near the middle of the 
screen and leap over the 
Log as it rolls left, and then 
right. Try to land in the middle of the screen to give yourself 
room to dodge the falling acorns. Finally, Bounce Attack the Log. 
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Return to the middle and get ready 
to repeat the attack! 

If you want to use Apples, 
winning is even easier. Stay at the 
left side of the screen, leap the Log, 
and throw an Apple after the 
acorns fall. You won’t even need to 
dodge them! 

When you defeat the Log, the Red Gem will come onto the 
screen. Jump up to take it and you're one step closer to Minnie! 


LEVEL TWO: TOYLAND 


Level 2-1 


Start walking to the right and you'll see an exit sign! You can’t 
leave yet, though. You have to find a key to get out, and the key is 
way, WAY above you! Get ready for lots of climbing and jumping! 

The toy soldiers will 
march down at you almost 
every time you're on the stairs. L 
Wait until the soldier is on the "eZ 


PS 


step above you, then jump into r ae fi 

the air and Bounce Attack the — 
® ot. > 
i i | | soldier as he drops down onto the 

| _1 step where you were. 

cs, The question mark blocks are 
i f pi filled with jack-in-the-boxes. 
{OA “| Don’t jump onto a question mark 
block until the jack-in-the-box 
. ™ goes back inside. You can Bounce 


Attack the jack-in-the-boxes if 
—— you want to. 

On the way up the stairs, you'll find a few groups of single 

blocks. Jump up these blocks to find items. The first group of 

single blocks has a Star above the top block. The second group 

has a Bag of Apples! To get the Bag, Bounce Attack off the toy 

plane flying above you. 

You'll know you're almost at the key when a torrent of toy 
soldiers starts pouring down the stairs. Keep going upward 
until you find the key. Grab it and all the stairs behind you will 
straighten out! 
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Run down each straightened- 
out stairway and you'll grab some 
White Gems. Leap off the end of 
each stairway to grab a few more 
White Gems floating in the air. 
When you reach the exit sign, walk 
into the door! 


Level 2-2 


44| Walk to the right and use the spring 
to bounce up to the ledge leading left. 
Walk left and throw Apples at the 
two middle yellow blocks to destroy 


Walk through the newly cre- a : 

ated tunnel to get the Star. i B 
Follow the pathway to 

a group of floating blue 

blocks. Work your way down the blocks, staying near the right 

side of the shaft. When you spot a group of four yellow blocks, 

jump into the wall and you'll land next to the blocks. Break the 

lower two blocks to uncover a Star. 


— When you reach the 
£ bottom of the shaft, walk 
to the right. You'll have to 
cross a series of Jell-O 
molds! Keep jumping so 
that you don’t sink into 

the gelatinous goop. 

d 


xe 


One of your new 
opponents will prove to be : 
very handy! When the z 
clown on the unicycle ; 4 F 
comes onto the screen, 
throw an Item at him. 
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You'll destroy him, but his unicycle will keep moving! Jump 
over the cycle and it will roll past you, running over the toy 
soldiers! Watch out for the cycle as you move to the left. 

Once you pass the cycle and start walking to the right, 
you're almost done with this section. Walk to the right, throwing 
Items to break the yellow blocks in your way. Remember to 
break the blocks before you pick up the Bags of Items. This way, 
you constantly recharge to 30 items. There’s a Star in one of the 
blocks just before the exit. 


Level 2-3 


Go to the right and you'll come to a 
strange-looking Item with arrows 
pointing up and down. Grab the Item 
and the entire screen will flip upside- 
down! Any enemies on the screen will 
be destroyed when you flip the screen, 
so wait until a bunch of baddies are 
visible before you take the Item. - 

—— Keep walking to the right, flippað 
screen or no flipped screen, until you 
reach a long ledge. Jump onto the ledge 
to grab two Bags and a Star. That’s not all, 
though! Throw an Item at the yellow 
block to uncover another Star. 

Walk off the ledge and continue 
moving to the right. There’s a Star and a 
Marble high in the air past the ledge, but 
you need to bounce off an enemy to reach 
them. Go to the right. Bounce Attack off the toy soldiers to grab 
the Stars in the air just before the exit sign. 

It’s a Killer Clown! Move to the far left side of the screen 
and duck down. The Clown will bounce over you, but he’ll 
never hit you. He’ll also 


p mh ] ` | punch, but if you're ducking, 

= &@ | hellmiss. 
Bai. After the Clown punches, 
Sen TA *] four springs will fly into the 
"a as » | air. If you're on the far left, 
s Ta ? the springs won’t connect. 


Once the springs land on the 
ground, use them to Bounce Attack the Clown. As soon as you 
bounce off the clown’s head, steer to the left so that you land 


18 


Castle of Illusion 


back on the far left. If you don’t land there, 
the clown will damage you when he jumps 
into the air. 

The Clown takes a good amount of 
punishment, but he can’t survive your 
attacks too long. Defeat him to collect the 
Orange Gem! 


LEVEL THREE: THE STORM 


Level 3-1 


Go to the right and fall into the hole. Walk down the steps until 
you reach the ground. Move to the left and walk through the 


a N N D 


tunnel into another secret room! This one’s teeming with White 
Gems and a Bag. Grab ‘em and walk back out of the room. 


Jump back up to the green 
ground and walk to the right. 
Jump over the next hole—it’s 
a huge waterspout that won’t 
lead anywhere. Then jump 
over the bridge. Every part of 


the bridge you touch will fall into 
the water a moment later! 

Jump over the next hole, but 
watch out for the bonefish! Keep 
moving to the right until you walk 
past a second bridge. You'll come 
to two holes, with a skinny wedge 
of land in between them. 


19 


Sega Genesis Secrets 2 


If you want (or need) Stars, jump into 
the right hole. This waterway will lead to 
two Stars, high above a bridge (bounce off 
the mushroom on the right side of the 
ledge to get up to the Stars). Otherwise, 
jump into the left hole. The current will 
carry you right to the exit! 


Level 3-2 


This section doesn’t have too many enemies. What is does have 
is lots of tricky jumps! You'll have to be an expert at jumping to 
make it through this section. As you move to the right, stay as 
high as you can go. This will help you to avoid the attacks of the 
bats and bonefish, and collect Stars. 


In the first half 
of the section, you'll 
have to walk past 
waterfalls. These 
falls are harmless. In 
the second half, 
watch out for torren- 
tial waterfalls that 
spurt on and off. 
Don’t try to jump 
through these, or 
you'll wipe out! There’s a deadly waterfall just before the exit. 
Wait for it to pass, then jump across to finish the section. 


Level 3-3 


This section has dangerous 
rapids. They'll flood the bottom 
of the screen at regular inter- 
vals. To get past them, wait on 
a high ledge until they start to 


recede, then drop down and 
run to the right until you reach 
another high ledge. Jump onto 
the ledge, wait for the rapids to 
rise and fall, then move again. 
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If you get caught in the rapids, 
you'll take damage and be carried 
back to the left side of the screen. 
Don’t lose your cool. Just con- 
centrate harder and keep moving to 
the right. 

Near the exit, you'll be attacked 
by bats. Duck down on the ledges — 
to avoid the bats. Don’t jump around ines you're this close! 
You may fall into the rapids and be swept way back to the left. 

The Master is actually a bunch of Frogmen. Each Frogman 
will leap from the pillar on the right side of the screen. The first 

four Froggies will land 
between the fifth and 
sixth blocks (from the 
left side of the screen). If 
you time your Bounce 
Attack properly, you can 
hit them. 

The fifth and final 
Frogman will land on 


the fourth block. Adjust your 
position accordingly. 

This is one Boss where throw- 
ing Items is actually the best way 
to defeat him. If you want to use 
this tactic, just stand at the far left 
and hit each Frogman with an 
Item as he lands. However you do 
it, defeat this Master to gather the 
third Gem! 


LEVEL FOUR: THE LIBRARY 


Level 4-1 


Start walking to the right. 
Watch out for the bouncing 
letter As. They’re the toughest 
enemies on this entire Level! 
Keep going to the right until 
you reach a milk bottle. Enter 
the bottle to find a level within 
a level! 
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Level 4-2 


This level’s really quite easy. Just go 
to the right, avoiding the attacking 
Jell-O dolphins. There are ledges, 
bridges, and other jumpable things. 
Keep moving until you find the exit 
sign. You'll collect the Green Gem 
and be sent back to the Library, 
next to the milk bottle! 


Level 4-1 (Again) 

Move left and jump up the books 
until you spot swinging chains 
above you. Use the chains to swing 
to the left. Whenever you’re holding 
onto a chain, the lights will go off; 
when you let go of the chain, the 
lights turn on again. Remember that 
you can’t be hurt by anything as 
long as you’re swinging. 


ing the path until you reach a teacup. Dive 
into the cup to enter a hidden bonus area! 
You can’t throw Items in this area; you 
just have to avoid the sugar cubes. Swim to 
the right and gather stuff as you go. When 
you reach the eight side of the area, you'll 
reappear on the handle of the teacup. 
Move upward until you find a giant 
apple. Don’t worry, it won’t hurt you. 
Jump onto the chain and swing across to 
the right. Keep walking until you reach a 
second hole. Drop down into this hole 
and walk to the right to enter a door. The 
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Move left, up 
and right. Watch out 
for the books above 
you! They’ll slam 
down and try to 
squash you. Duck 
into the nooks and 
crannies to avoid 
them. Keep follow- 
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door will take you to a 
hidden room below the 
exit of the Level. Get 
the Stars and the Bag 
in the room, then go 
back up via the door. 

Walk to the left 
and go back to the big 
apple (no New York 
jokes, please!). When 
you jump onto the chain just right of the apple, it will roll down 
the ramp. Drop onto the ramp and run down to the bottom, 
where you'll find a second teacup. Do some more swimming 
and collect some more goodies. 

When you exit the teacup, walk to the right until you find 
another milk bottle. Go inside to face the Master! 

Stay on the center island against this Master. Wait until he 
comes out of the water (actually, it’s milk). Sometimes, he'll go 
high onto the screen, while 
other times, he’ll go very 
low and head quickly for 
you. Time your jumps so 
that you Bounce Attack his 
head. If he emerges from 
the milk and he’s right 
next to you, you can 
quickly throw an Item to 
hit him. 

When you take care of this Master, you'll earn yourself the 
Blue Gem. Only one Level to go! 


ga aT wel asl 


LEVEL FIVE: THE CASTLE 


Level 5-1 


Start walking to the right. Leap up 
for the Candles; they’re the Items 
on this Level. Soon after your first 
Candle, you'll encounter a knight! 
These guys throw boomerang 
maces. You can bounce off the 
maces as well as the knights. 

Jump over the hole and keep 
going to the right. Watch the eyes of 
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the knights closely. When the 
eyes start to glow, jump away 
before the knight swings his axe 
and hurts you! 

Fall down the next hole 
and walk to the right, jumping 
over the knights. Don’t kill 
them. Walk up to the right wall 


and wait for the knights 
to head toward you. 
Bounce off the knights 


(or Melt maces) and pees over thie 
wall. You'll find a secret room with 
four Candles and two Stars. 

Walk to the left, out of the 
room. Move next to the falling blocks 
and wait until the block on the right 
falls. When it starts to raise ' 
back up into the room, run to 
the left before all the blocks fall 
down on you! 

Keep going left and you'll 
find two more groups of falling 
blocks. This time, some of the 
blocks won’t fall, so you can 
pause underneath them while the other blocks fall down. In the 
first group of blocks, watch out for the second and fourth blocks. 
In the second group, avoid the first and fourth block. 

Jump onto the falling platform and ride down. From here, 
work your way to the right. When you run down the slide, jump 
before you plunge into the 
pool of pink lava! Then 
use the holes to duck 
beneath the ball rolling 
back and forth. 

The next tricky section 
involves pools of lava and 
bubbles. You can Bounce 
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Attack off the bubbles if you like, or just jump past the pools 
when the bubbles sink back into the lava. 

Jump onto the falling platform and fall downward. Jump 
off to the left before you enter the lava. Now you'll have to 
jump across two large pools of lava, using quickly sinking plat- 
forms. Jump across 
the pools quickly! 

Cross over the 
skull bridge and watch 
out for the bats. When 
you reach the exit sign, 
a Gem will appear in 
the shaft to the left. 
Fall into the shaft to 
get the Indigo Gem! 


Level 5-2 


This is a tiny section that you'll finish in a hurry. There’s only 
one thing worth finding here, a Bag of Candles (underwater?). 
Don’t worry about the bonefish; you can outswim them, and 
they’re not smart. 

If you want to swim to the exit, take the top path, then the 
bottom path. If you want the Bag, take the top path, then the 
middle path. Wait for the bonefish to turn around before you 
grab the Bag. Once you have the Bag, swim back to the left and 
take the bottom path. 


Level 5-3 


Catch a ride on the wheel 
and you can ride up to the 
gears. Some of the gears will 
fall when you jump onto 
them, but others won’t. 


Watch out for the 
first group of plungers. 
Run to the left after the 
first one comes down 
and wait between the 
plungers until the next 
group raises up, then 
scamper past. 


i wit 
H, 
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Jump up the gears on the left side to gather a Star, then head 
to the right. Use the pendulum to ride to the right, and hop the 
gears across. From here, you'll have to navigate two more 
plungers, and lots more gears, before the exit. Watch out for the 
bat that appears just before you touch the door! 

The final Master of Illusion is a - 
rather large dude! When he jumps 
into the air, position yourself so 
that you'll be right in front of him 


when he lands. When he 
lands and grits his teeth, 
Bounce Attack his head 


while he swings his weapon. 
Land far away from him and 
wait for him to make his 
next move. Repeat your 
attack until he dies. 

You’ve got the last Gem! 
Now it’s off to the final 
battle with Mizrabel. See 
The Secrets if you need help 
defeating her! 


SHH... THE SECRETS 


Defeating Mizrabel 


Jump up to the block in 
the upper-left. When the 
lightning ghosts appear 
around Mizrabel’s body, 
Bounce Attack at her. 
Bounce off the ghosts 
until they fly away, then 
Bounce Attack her head. 
The farther away she 
appears from the upper- 
left ledge, the faster 
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you'll have to move to 
Bounce Attack. You need to 
hit her five times to defeat 
her and rescue Minnie! 


Maximum Points 


Jump onto the second vine 
in Level 1-1 and stay on it. 
You'll score close to 
100,000 points an hour by 
swinging into the 
butterflies that flutter onto the screen every few seconds. You 
can build up ten men at the start of the game using this trick, but 
you'll have to wait several hours for your score to climb that 
high. 
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DecapAttack 


Distributor: Sega 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Your name is Chuck D. Head. You were created by Frank N. 
Stein to help him stop the evil Max D. Cap from destroying the 
island on which Frank lives. All you have to do is fight 
through hundreds of grotesque monsters. So get out there and 
use your head! 


PLAYERS 
DecapAttack is for one player only. 


SCORING 


You don’t score any points in the game. You're just trying to 
make your way through each of the seven levels. Each level is a 
body part, from Abdomainland to Armington. 
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LIVES AND CONTINUES 


You start the game with three lives and two Hit Hearts. You can 
give yourself one, two or three Hit Hearts on the Options Screen 
before starting the game. 

Each Hit Heart is worth two hits. After the first hit, the Hit 
Heart shrinks. After the second hit, the Heart disappears. Lose 
all your Hearts and you lose a life. 

You don’t have any continues, so when all your lives are 
gone, you chuck it in and start back at the beginning. 


CONTROLS 


Move Chuck D. Head Pause Jump 


Go to The Lab 


Punch 
Throw Head 


WEAPONS 


When you start the game, you've got a head in your chest that 
you use to punch your enemies. If you can find your other head, 
you'll be able to throw it at your enemies, and it will come back 
to you! If you get hit, you'll lose your throwing head, but you 
always have your punching head. 


SPECIAL ITEMS 


Search each level thoroughly for the Shrunken Head Statues. 
Bust these open for helpful Special Items. You may even find 
your throwing head! Some of the Statues hide Ghosts— 
watch out! 
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You'll find Power Potions in the Shrunken Head Statues. Visit 
the Lab to use the Potions. Each one has a different effect. 


The Xenon Potion causes an earthquake! 

The Swill Potion surrounds you with a ball of light. 

The Trioxy Potion lets you use the ball of light as a weapon. 
The Freeiz Potion freezes all the evil creatures on the screen. 
The Kedz Potion boosts your speed and jumping ability. 

The OozeO2 Potion makes your punching head go farther 
and hit harder. 


FRIENDS 


When you visit the Lab, you'll see Frank N. Stein and his loyal 
assistant, Igor. Frank will give you quite a reward if you beat 
the game... 


ENEMIES 


Each Level has a Super Boss waiting for you at the end of the 
third stage. Super Bosses are mean and tough! 


The first Super Boss doesn’t have a name. Why not call him 
Ug O. Lee? He throws his helmet in a spinning formation. 
Toady is the Super Boss of Level 2. He spits out lots of little 
frogs to attack you. 
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Roto-Head is the Super Boss of Level 3. He'll spin his head 
to shoot deadly fireballs. 

The Brain is the Super Boss of Level 4. 

Holee Molee is the Super Boss of Level 5. 

The Ape is the Super Boss of Level 6. 

Max D. Cap is the Super Boss of Level 7. Beat him and Frank 
N. Stein’s home is saved! 


STRATEGY SESSION 


General Strategies 


Use the Options Screen to give yourself a third Hit Heart. This 
will make it easier to get through each level without actually 
changing the difficulty of the game. In other words, you're not 
really “cheating.” 

Practice your “floating” jumps to get extra distance and to 
jump over bad guys. You don’t need to fight everyone, since you 
don't get any points for it! 

You don’t always have to punch your enemies, either. Try 
jumping on them instead. This technique actually works better 
than punching on a few bad guys. 

You can’t finish each level without first finding the Most 
Important Item. You'll know you've found the Most Important 
Item when the game freezes for a moment and plays a cute 
little ditty. Just break open as many Statues as you can find to 
get the Items. 

DecapAttack is a straightforward game. You bust open 
Statues and bust past enemies. But you'll still find some great 
information in this chapter. We’ve given you overviews of 
each Level, and the locations of the Most Important Items (in 
The Secrets). 


LEVEL 1-1 


Break the Statue on your left 
at the start of the Level to 
get your throwing head! The 
longer you can hold onto 
this head, the better. Now 
run to the right. Throw the 
head at the first bad guy 
you see. Don’t worry if the Leite | ae 
head flies off the screen. It'll PET FP FP Boots aE 
come back to you! x ae: 
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Fall down to the 
next level and run to 
the left. Use your 
head to get past the 
Arrow-Heads. You'll 
reach a group of two 
Statues. Pop them 
open for a Coin and 
a Red Potion. Run to 
the right until you 
reach a pool of hot 
lava! You can run 
over the log bridge, 
but the logs will fall into the lava right after you touch them. 
Why not jump over it instead? 


Look for two arrow 
blocks pointing upward. 
These are Bone Bonkers! 
Touch the Bone Bonkers to 
bounce straight up. Look 
for the transparent ledges 
and jump on them so you 
can get all the way up to 
the next ledge and continue 
going to the right. 

You'll find the Goal 
past a group of three lava 
pools. Leap over them to 
finish the first round! 


LEVEL 1-2 


Use the Bone Bonkers to jump up the platforms at the beginning 
of the round. You'll have to punch creatures on most of the plat- 
forms, so get ready to strike. The first Statue you find has your 
throwing head. Just keep going up until you find the Goal sign. 


LEVEL 1-3 


There are two levels to explore in this round. First, work your 
way along the top, busting open the Statues. Then drop down 
and explore along the bottom of the level, walking to the right. 
When you've rounded up all the Statues, move back to the left 
until you find the first Super Boss, Ug O. Lee! 
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The Ug-ster walks back and 
forth on the screen, stopping 
every so often to throw his 
spiked helmet. Jump over Ug as 
he charges you, then whack : = 
him in the back. When he z 


throws the helmet, stay close to 
him and leap over the helmet 
when it comes at you. 

When you start doing 
damage, Ug will change colors. 
You'll discover that all the 
Bosses change colors as am take damage. Get rid of Ug and, if 
you collected at least one Coin, you'll enter... 


THE BONUS SCREEN 


There are two strategies you can use. You can place all your 
Chucks onto one path and hope that they get lots of items, or 
you can spread them out and give yourself a better chance of 
getting fewer items. The Bonus Screen is mostly luck, so don’t 
sweat it if you don’t get anything good. 
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LEVEL 2-1 


There are lots of 
underwater areas in 
this round, and you'll 
find more wa-wa 
throughout the next 
two rounds as well. 
Search and swim 
carefully to find all 
the Statues in the 
briny deep. Then 
work your way up- 
ward, breaking open 
more Statues. The 
throwing head is in a 
Statue on the far left 
side of the round. Once you've got the head, go to the right to 
find the Goal sign. 


Oviatt a tl a eRe 
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LEVEL 2-2 


Your throwing head is 
above the Start sign, but 
you'll have to swim under- 
water and then loop up and 
left to find the Statue it’s in. 


i 


thes 


iet 


Once you've got it, start E 

moving to the left. Use the a 

air blowers to get onto the 4 ical ‘ 

higher platforms, because „IET ? 
that’s where the Statues DA Ald Tah tA dep AT A SAG 
will be found. There’s even a n 


a 1-Up if you look 
hard enough! 

Right before the 
Goal, you'll have to 
leap past a series of 
moving platforms! 
Use your floating 
ability to your advan- 
tage, especially if you 
miss a platform and 
start.to fall toward 
the lava! 
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LEVEL 2-3 


You'll be doing a lot of falling in this round, because you need 
to go straight down! Of course, you should stop at several 
points along the way to break Statues open. Watch out for the 
plentiful ducks! 

The Super Boss is the Toady! He spits out four mini-frogs, 
then jumps off and back onto the screen. Stay behind Toody a and 
hit him. Wait for him - 
to jump off and back f 
onto the screen. 
When he jumps way 
into the air, run 
underneath him and 
then turn around to 
start striking him 
again. When he starts 
to change colors, he’s 
almost dead! 


LEVEL 3-1 


The Totem Pole chases 
you all the way 
- through this round. 
Iei Stay on the right side 
; of the screen to stay 
clear of the Pole! The 
rocks that it spits out 
won't hurt you, but its 
touch is fatal. 

There are lots of 
Statues to tempt you, 
but don’t waste too 
much time breaking 
them open. In fact, once you've found your throwing head, you 
should only break Statues that happen to be in your way, not out 
of the way. 


LEVEL 3-2 


For the first half of the round, you'll be using Bone Bonkers to 
bounce upward. In the second half of the round, you'll ride the 
air blowers. About halfway up, you'll get your throwing head 
from one of the Statues. Don’t move upward too fast so you 
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won't run into your enemies, and don’t be afraid to drop back 
down to get to some Statues you missed. You'll always be able 
to head upward again. 


LEVEL 3-3 


You'll find things going hot and cold in this round. Dive into the 
chilly water in the first half of the round to collect the items 
inside the Statues, then run to the right and stay out of the 
searing-hot lava in the second half. Make it through the double 
dangers and you'll face off against another unnamed Super 
Boss. How ‘bout Roto-Head? 


Roto-Head lives up to his name, 
spinning his noggin at regular 
intervals to shoot five fireballs 
in these directions: left, right, 
left and down, right and down, 
and straight down. Stay away 
from him to dodge the fireballs, 
then jump up and punch his 
head. Make yourself float so 
you can get in more hits. 


LEVEL 4-1 


It’s all running to the right in this round. Find your throwing 
head at the beginning of the round, then swim your way out of 
the water. There’s more lava than you’ve seen yet between you 
and the Goal sign. Use lots of floating to get over it safely. 


LEVEL 4-2 


Most of this round is underwater, but you should have plenty of 
swimming experience by now. Once you’ve got your throwing 
head, you'll have a very easy time of things. Explore at your 
leisure to collect items from Statues. When you reach an area 
that’s above the water, you're close to the Goal sign. 


LEVEL 4-3 


There’s plenty of blocks to break in this round. As you move to 
the right, you’ll be stopped in several places until you punch 
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through the bricks in your path. That shouldn’t be too hard, 
though. Make sure to collect your head from the Statue above 
the Start sign. 

The Super Boss is the Brain! 
Duck under him when he’s in 
his spherical form, then jump up 


and whack him when he opens 
up to drop parachute creatures 
at you. Remember to float so you 
can strike more times! 


LEVEL 5-1 


More running to the right! Get your head from the pool of water 
next to the Start sign. From there, there’s nothing you haven't 
seen before. Just run to the right to get through the round. 


LEVEL 5-2 


Remember that darn Totem 
Pole chasing you in Level 3- 
1? Well, you'll have to flee 
from another enemy. This 
time, it’s a tractor robot! It 
can spit out a LONG claw to 
grab you with. Stay at the 
top of the screen and as far 
to the right as possible. This 
will keep you away from the 
robot, while allowing you to 
bust open tons of Statues. 


LEVEL 5-3 

Don’t blow it in this round! To get over the lava pools, you'll 
need to ride across using the air blowers. It’s not too tough, but 
you've got to be careful! 
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The Super Boss is Holee 
Molee! When he comes out of 
the ground, punch him and 
then run to the opposite side of 


the screen. When he throws his 
boulders, jump over them or 
run underneath them (depend- 
ing on their height). Try to hit 
him again before he burrows 
into the ground and over to the 
other side of the screen. 


LEVEL 6-1 


Chill out! This round is covered with slippery, iced-over ledges. 
Get your head from the Statue high on the far left side of the 
round, then start slipping and sliding your way to the right. 
There are a few lava pools toward the end of the round. 


LEVEL 6-2 


The tuxedoed penguins are the worst of your problems on this 
HUGE round that seems to go up forever! Be especially wary of 
the penguins on the ice ledges. If you can handle them, the rest 
of the round will be a cinch. 


LEVEL 6-3 


You'll find your head about halfway 
through the round, in the Statue on 
top of a mound of green ledges. 
Stay well clear of the hammering 
creatures until you’ve got your head 
atop your shoulders! 


The Super Boss is the Ape. He’s a total 
wimp when you first start attacking him. 
Just jump and hit him repeatedly in the 
face and body when his arms are raised. 
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Watch out for when he jumps. When 
you do some damage, he’ll get more 
aggressive and jump into the air to 
spit projectiles at you! Dodge these 
and he'll fall back to the ground, 
where you can punch him some more. 


LEVEL 7-1 


You'll find no shortage of Statues to get throwing heads from, 
which is good, because you'll be getting hit a lot! This Level is 
big and bad, with more baddies than ever before. You can take 
the high road as you move to the right, or swim through the 
water at the bottom. Either route is dangerous, so keep hitting 
the Statues to find Potions and throwing heads! 


LEVEL 7-2 

This is one of the shorter levels in the game, but it’s still tough! 
Every ledge seems to have an enemy on it, and birds will attack 
in a seemingly endless number. Move down the screen as 
quickly and as safely as you can. If you get your throwing head, 
use it to clear enemies off ledges. 


LEVEL 7-3 

It’s the last round! Don’t get too anxious as you jump and run to 
the right. This isn’t as hard as several of the previous rounds, so 
you shouldn’t have a hard time reaching Max D. Cap! See The 
Secrets for the best way to attack D. Cap! 


SHH... THE SECRETS 
Defeating Max D. Cap 
Now’s the time to use those 
Potions you've been stocking up 
through the game. You HAVE 
been stocking up, haven’t you? 
If you haven't, beating Max will 
be a very tough task. 

Use the Potions as fast as you 
can to do damage right away. 
The sooner you strike, the less 
you'll have to worry about Max’s 
jumping and fireball attacks! 
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When you run out of good 
Potions, start getting in close 
with Max. Jump and strike his 
head to do damage, but don’t 
stay close to him for very long. 
He can attack very quickly! 

Max will turn pale yellow, 
then red, then he’ll explode and 
you'll win the game! Chuck D. 
Head will get a great reward 
from Frank N. Stein... 


Level 1 
Check the Statue right below 
the Start sign of Level 1-3. 


Level 2 

You'll find the Item in Level 2-3. 
Check the Statue below the two 
lava pools, to the left. 


Level 3 

Look underneath the large 
ramp in Level 3-3 (you'll have 
to swim underwater). 


Level 4 
The Statue is way underneath 
the Start sign. 
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Level 5 
Search the Statues near the lava 
pools in Level 5-3. 


Level 6 

In Level 6-3, look for a lava 
pool. Search for the Statue on 
an ice ledge at the far left side 
of the pool. 


APRVAPAPAL STH AVAVTAVAVAPRVAVAVAVAPAP, 
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Fantasia 


AE 
rapá 


Distributor: Sega 
Game Type: Arcade Action 


WHAT’S GOING ON? 


While the Apprentice Sorcerer slept 
His Master’s music was stolen away. 
Now his dreams must restore the notes 
So the music again can play! 


The Sorcerer’s Apprentice in this case happens to be Mickey 
Mouse. And the notes of his Master’s music have scattered to 
the most dangerous places imaginable! Mickey will have to use 
his magical powers to retrieve them all! 


PLAYERS 


Fantasia is for one player only. 


SCORING 


You score points by turning creatures into stardust. Do this by 
hitting them with a Magic Spell, or using your Bounce Attack. If 
you bounce on Magic Items, you'll get more points for them 
than if you just touch them. 
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LIVES AND CONTINUES 

By using the Option Screen, you can give yourself anywhere 
from one to three Dreams (lives) and one to three Continues at 
the start of the game. You can earn tons of extra Dreams during 
the game, but you’re stuck with the amount of Continues you 
have at the start. 


CONTROLS 


Move Mickey Bounce Attack Pause Jump 


Duck Little Spell Big Spell 


WEAPONS 


As mentioned above, Mickey attacks his enemies by casting 
Magic Spells and by using a Bounce Attack. 


Little Spells use up one Magic Point, but they'll only turn 
the weakest enemies into stardust. 

Big Spells take three Magic Points from your total, and 
they'll zap just about anything in your way. 

The Bounce Attack will dust your enemies after a few 
bounces. On the higher difficulty levels, your enemies take 
more bounces to destroy. 

Magic Spells can be regained during the game. The Bounce 
Attack can be used at any time. 


SPECIAL ITEMS 


Notes are the goal of Mickey’s quest. Every note you find is 
worth lots of points, and gives you more Hearts, Magic Points, 
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and Dreams. You have to find a minimum number of Notes in 
each World to advance to the next. Depending on the 
difficulty level, you could need anywhere from 3 to 14 Notes 
to pass a World. 


FRIENDS 


The Fantasy Fairy can be found in each World, and it provides 

Mickey with access to certain Scenes (sub-levels) in the World. 

You can visit the same Fairy over and over to re-visit a Scene. 
See The Secrets for a great way to take advantage of this feature. 


ENEMIES 


Each World is teeming with bad guys who want to stop Mickey. 
There are no Bosses in the game, just many different enemies. 
They'll be detailed in the Strategy Session. 


STRATEGY SESSION 


General Strategies 


Practice using the Bounce Attack. Then practice some more! 
Your Magic Spells should only be used in tough situations, so 
the Bounce Attack will be your main method of attack. 

In every World, you’re basically trying to work your way 
from the left to the right. There are some Scenes in each World 
that are oriented differently, but they are exceptions to the rule. 


THE WATER WORLD 


Scene One: The Workroom 


There are two ways to traverse this corridor: by jumping along 
the ledges on the top of the screen, or walking along the floor. 
The ledges are populated with mushrooms, while the floor has a 
bevy of briskly moving brooms to avoid (or turn to stardust). 
Walk slightly to the right and a Magic 
Book will fly onto the screen from the 
right. Jump down and Bounce on it to get 
it. You can also just touch the Magic Book, 
but you don’t as many points as you do 
by bouncing. 
m Walk further to the right, on the 
ground, until two brooms come at you 
from the right. Lead them to the left, near 
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the stairs, then Bounce them. A Crystal 
Ball and a few Stars will appear on the 
ledge! Take them and continue to the right. 

The safer path for the rest of the 
Scene is on the high ledges. Keep moving 
to the right, jumping from ledge to ledge, 
until you reach a door similar to the one 
you entered this Scene through. Touch 
the door to go outside! 


Scene Two: The Swamp 


Jump onto the ripple in the 
water and it will act as a 
platform! From the ripple, it’s 
a simple jump onto the leaf 
and then onto solid ground. 
After a short walk, you'll 
reach some floating platforms. 


-F "i 


Jump up the platforms. If you 
fall, land on one of the leaves 
(or the ripple) in the water 
below, then try again. Your goal 
is to jump onto the highest 
platform. When you do, you'll 
collect your first Note! 


Fall back to the ground 
and Bounce past the frogs. 
You'll spot some alligators 
standing up in the water! 
They aren’t harmful, though. 
Use their noses to bounce to 
the right. web o En 

The next section of floating platforms is perched over 
roaring waterfalls. These platforms will fall to the water a 
moment after you touch them. The best way to rip through here 
is to jump quickly from platform to platform. 

Just past the waterfalls, 
you'll spot a Fairy. If you 
jump down to touch her, 
you'll enter the Sea. 
However, the only reason to 
go swimming is to check out 
the graphics. There’s nothing 
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useful underwater, and you'll just end up next to the Fairy 
again. The best solution is to go through the Sea once to check it 
out, and then pass it after that. 

The third section of platforms is 
made difficult by the presence of 
pelicans! At the start of the section, 
bounce off the two pelicans. In the 
middle of the platforms, stay on the 
high platforms and jump past the 
pelicans quickly. 

After the platforms, you'll reach a castle just like the one 
you left! Bounce onto the Star on the right side of the castle, then 
move into the door. 


Scene Three: The Workshop (Again) 


Bounce Attack the mushroom on the stairs to make Stars and a 
Crystal Ball appear on the ground. Take the Items and return to 
the ledges on the top, then start going to the right. One of the 
brooms on the high ledges will leave behind two Crystal Balls 
and a Star after you turn it to Stardust. 

Halfway through the Scene, you'll see a 
door. This door isn’t real! It’s just a fake 
meant to confuse you. Ignore it and move on 
until you find the real door. 

Go through the door and you'll meet the 
Master. Mickey will throw the Notes you’ve 
found upward. If 
you found enough, you'll move on to 
the Earth World. If not, you’ll have to 
go through the Water World again 
until you find enough Notes (or score 
enough points!). 


THE EARTH WORLD ao 


Scene One: The Primeval 
Jungle 

At the start of the Scene, use a Little 
Magic spell to shoot the bird guarding 
the Dinosaur Egg. Get the Egg to score 
points, then start moving to the right. 
Bounce off the heads of the snakes! 
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A huge dinosaur leg will pound up and down above a Fairy. 
Walk to the right of the leg, then move left and down to touch 
the Fairy and move into... 


Scene Two: The Caverns 


Walk to the right until you spot 
a floating platform between two 
widely spaced rocks. Jump onto 
the platform and a Note will fall 
right at you! Grab the Note! 

Shortly after you pass some 
boulders (jump onto the rocks 
above them to avoid them), a 
second Note will float onto the 
screen from the right. Quickly leap up to grab the Note before it 
passes you. 

The third Note will be floating to the left of some moving 
green pods. Grab it to get yourself another piece of music and 
temporary invincibility. Just past the third Note, you'll find the 
Fairy. Touch her to go back to the Jungle. 


Back To The Jungle 


Move to the right until you see 
a wooden door. Touch the door 
to enter a Bonus Room! Bonus 
Rooms are tricky. If you get 
touched by a creature, even if 
you’re Bounce Attacking, 
you'll leave the room and 
appear back next to the wooden door, which will now be locked! 
You have to dodge all the enemies to collect all the goodies! 

In this Bonus Room, wait until the pterodactyl is high up on 
the screen and no boulders are rolling down the cliff. Jump up to 
the cliff, then up again onto the 
ledge. Finally, leap to the right and 
bounce on the Magic Items to clean 
up the Room. 

Once you’ve returned to the 
Jungle, start moving to the right 
again. After some hair-raising 
encounters with all kinds of 
dinosaurs, you'll find a friendly 
Fairy. Touch here to move on to... 
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Scene Three: The Desert 


You'll see two Crystal Balls and a 
Note above you at the beginning of 
this Scene. To get to them, move to 
the right until you find a Dinosaur 
Egg. Take the Egg to cause several 
platforms to appear! Jump up to the 
highest platform and hurry onto the 
platform floating to the left. This will 
take you all the way back to the left, where you can gather the 
items! Use your Magic to shoot any attackers on the way. 

Drop back to the ground and 
move all the way to the right side of 
the Scene, where you'll see a Fairy and 
a Dinosaur Egg. Take the Egg to cause 
a shower of Special Items, along with 
a creature! The creature is on the far 
left side of the shower; grab 
everything you can and touch the 
Fairy before the creature touches you. 


Once More Into The Jungle 


This final patch of Jungle is brief; just scamper on to the right as 
fast as you can. Don’t try to ride the floating platforms the 
whole time; it’s safer to use them to get a bit to the right, then 
drop to the ground and continue from there. Touch the Fairy to 
reach the Master. With enough Notes, you should easily advance 
to the next World! 


THE AIR WORLD 


Scene One: The Garden 


Moving upward in this Garden is quite a 
challenge! The cloud platforms fall very 
quickly after you touch them, and the 
dancing flowers always seem to be in 
your way! Be patient and use your 
Bounce Attacks whenever you land on a 
ledge with flowers. 

After moving up a ways, you'll see a 
little mischief-maker shooting at you 
from the right side of the screen. Jump up 
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and shoot a Little Magic spell 
low enough to hit the bugger 
without hitting his bullets. 
Above the shooter, you’ll 
find two huge bubbles. Jump 
into the bubble on the right side 


of the screen and it will begin to 
float upward. You can steer the 
bubble left and right, but not up 
or down. If you ever want to 
escape a bubble, remember to use 
a Big Spell. But don’t leave this 
bubble; ride it up to a wooden 
door. Inside is a Magic Room! 

To clear this room, jump onto 
the cloud platform and ride it 
over to the bubble. Get into the 
soapy sphere before the flower 
touches you! Once you’re safely 
floating up, move over to the 
Magic Book in the upper-left 
corner of the screen, then go over we 
to the one on the right. : 

You're back in the Garden now, hopefully two Magic Books 
richer. Move upward again. About a screen and a half above the 
wooden door, you'll see a Fairy on the far right side of the 
screen. Touch her to go to... 


Scene Two: The Pastorale 


There are several Notes in this Scene, which is very easy to 
negotiate; just fall downward, holding the Directional Pad 
Down to Bounce Attack anything that appears below you. 

The first Note is only a screen below the top of the Scene, on a 
grassy ledge to the right. Pick up the Note and continue falling 
downward, stopping on the ledges 
with Crystal Balls to pick them up. 

The second Note is in the middle 
of the screen, floating just above a very 
narrow ledge. The jump is tough to 
make, but it can be done. Even if you 
come close, but miss, you should still 
get the Note, which will keep you safe 
from harm momentarily as you fall. 
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At the bottom of the Pastorale, jump onto the cloud just to 
the left of the Fairy to cause a bubble and Note to appear. Avoid 
the bubble, but get the Note, and then touch the Fairy to return 
to the Garden. 


The Garden Revisited 


Stay on the right side of the screen as you 
travel upward. It’s safer and easier to 
maneuver through. Keep going to reach a 
Note above a grassy ledge. Take the Note 
and then jump into the bubble on the left, 
above the Note. Be careful with the jump, 
or you'll pop the bubble! 

As you float upward, you'll see a fairy on the far right. This 
fairy takes you to the Dance of the Hours. This Scene is 
extremely tough; if you want to check it out, touch the Fairy. If 
you want to win the game, avoid it! 


Scene Three: The Dance of the Hours 


= Start jumping up the screen as 
i a E soon as you can to avoid the 
|] j ELA ostriches turned hippos! These 
I ; : enemies will squash you flatter 
i eae than a pancake! 


The first Note is connected 
to a hidden cloud platform in 
the middle of the screen. Ride 
the cloud platform that isn’t 
hidden, then jump straight up 
to land on the hidden cloud hil 
and reveal the Note. 

The second Note is below a bubble. Take the Note and leap 
into the bubble to ride upward. Stay to the left side of the screen. 
You'll get shot on the way up by a little devil; just keep floating 
upward. 

When you see the Fairy, don’t jump underneath her! If you 
do, you'll get stuck between the Fairy’s ledge above you and a 
cloud below you, and you won't be able to move! You'll have to 
reset the Genesis and start over again, not much fun when 
you've made it this far. 
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Jump onto the leftmost of the 
two clouds near the Fairy to cause 
a bubble and Note to appear. Fall 
off the cloud to snatch the Note, 
then get back onto the cloud and 
enter a bubble to float up and over 
the pillar on the left side of the 
screen. Fall into the Fairy to return 
to the Garden. 


More Garden-ing 


From where you appear back in the Garden, it’s just a few 
screens up before you find the Fairy leading to the Master. 
Touch her to exchange your Notes for passage to the last World! 


THE FIRE WORLD 


Scene One 


Move to the right and turn the 
flying bat into stardust to cause 
ledges to appear on the left. 
Jump up the ledges to get a 
Magic Book, then resume 
x heading to the right. 

ú There’s a Note hidden on 
the leftmost of the floating 
ledges just after the lava pool. Jump up the ledges to get the 
Note, then jump across to the rightmost floating ledge. 

From here, jump onto the jar to the right and several 
enemies and a Magic Book will appear. The enemies are an 
unfortunate side effect; it’s the Book you’re after! 

The first Fairy is surrounded 
by floating heads! Bounce off one 
of the heads to land on the ledge 
to the left of the Fairy, then touch 
the Fairy to enter... 


ë 
& 


Scene Two 
This is the first Scene where you’re moving from right to left, 
instead of left to right (or up and down). It’s not too confusing, 
though. Just start moving to the left, searching for your first 
Note, which is just past a group of Crystal Balls. 
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The second Note isn’t more than a 
screen away from the first, placed on a 
floating ledge almost hidden by a rocky 
outcropping in the foreground. If you're fast 
enough, you can get the second Note just as 
the magic from the first is wearing off! 

There’s a Hidden 
Bonus Room to be 
found by the two a floating ledges against a 
black background. Jump onto the highest 
platform, then leap straight up to enter the 
Room. It’s the trickiest Room yet; bounce on 
the backs of the bats to get up to the Star. 


When you're back on the Scene, 
move to the left and you'll spot a 
Fairy. Touch her as soon as you can! 


Scene Three 


This left-to-right Scene has tons of hidden ledges to find, too 
many to even try counting (or describing). Hop on every creature 
you can to find them all. Generally, if you come to an area you 
can’t get past, there’s a hidden 
platform you have to find. 

There’s only a single Note in 
this Scene, toward the end. It’s 
surrounded by heads and flying 
witches, so be careful. You'll find 
the Fairy none too soon! 


This is it, the last Scene of the game! 
Your enemies will be stronger and 
weirder than ever! 


At the start of the Scene, you have to 
ride cages with deadly animals inside! 
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After that, you'll have to bounce on 
floating eyeballs! 


The first Note is on the rocky ledge 
just after the first group of eyeballs. 
Use a Little Magic spell to zap the 
ghost guarding it, and then take it! 

After taking the Note, jump onto the invisible ledge above 
the head, then bounce off the bat to fly to the right. This is the 
best way to cross this deadly chasm! 

When you find the final Fairy, you won’t be happy to 
discover that you have to destroy a series of enemies before you 
can leave this World! 

First, attack the three floating heads and the mushroom. A bat 
will appear; turn it to dust and a witch will arrive! Jump into the 
air and shoot her with a Little 
Magic spell. A ghost will appear 
below you; zap it with Magic and 
the final enemy, a single head, will 
materialize. Use some Big Magic to 
destroy it. Then jump up and touch 
the Fairy. 

If you have enough Notes, you'll have restored all of the 
Master’s music and won the game! Congratulations! 


SHH... THE SECRETS 
Powering Up 


Every time you leave an area and then come back to it, all the 
Special Items there, including Notes, will have returned. Use 
this to your advantage by going through an area over and over 
until you have nine Dreams and enough Notes to more than 
satisfy the Master when you complete the level! 


Water World 
No power-up areas. 


Earth World 
The Caverns are perfect for powering up, with three Notes to 
collect on each pass. 


The Air World 
The Pastorale provides three Notes on each trip through. 


The Fire World 
No power-up areas. 
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Ghostbusters 


Distributor: Sega 
Game Type: Arcade Action 


WHAT’S GOING ON? 


After busting the mighty Zuul, the Ghostbusters found 
themselves out of work! All the ghosts are gone, and all the 
business has gone with them. 

Now, a series of earthquakes have struck New York. The 
Ghostbusters have a hunch that the tremors are being caused by 
otherworldly forces. And when the phone starts ringing off the 
hook, they know they’re right! 


PLAYERS 


Ghostbusters is for one player only. 


SCORING 


As you bust the ghosts in the game, you earn big bucks. Use 
your dough to purchase Weapons and Special Items from shops. 
See the Weapons and Special Items sections below. 
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LIVES AND CONTINUES 


You have three lives at the start of the game. Every time you get 
slimed, you lose energy from your Life Gauge. If the Gauge hits 
empty, you lose a life. Lose all three lives and it’s game over. 

You can continue the game ten times (in Easy or Normal 
mode) or five times (in Hard mode). 


CONTROLS 


Move Ghostbuster View Subscreen Jump 


Throw Bombs Fire Weapon 


WEAPONS 


At the start of the game, you have a Normal Shot proton pack 
and three Bombs. Visit the Weapon Shop to buy more goodies. 
Note that some weapons in the Weapon Shop are really 
Special Items. 


The Energy Regeneration costs $200. It fills up your 
Energy Gauge. 

The Energy Tank costs $500. It makes your Energy Gauge 
larger. Every time you buy one, the price increases. 

The Explosive costs $10,000. It explodes when shot, 
destroying several ghosts at once. 

The 3-Way Shot costs $7,000. It lets your gun fire three 
beams at once. 

The Bubble Projectile costs $3,000. It traps the ghosts in 
bubbles. It won’t work on some of the ghosts. 
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The Phaser Shell costs $5,000. As long as you have energy, 
you can destroy several ghosts at once. 

The Special Suit costs $5,000. It reduces the amount of 
damage you take from ghost attacks. 

The Barrier costs a whopping $35,000. It protects you 
completely from ghost attacks, but it rapidly eats up energy. 


SPECIAL ITEMS 


Visit the Item Shop to purchase these incredible items. Note that 
one item in the Item Shop is really a Weapon. 


The Infrared Scope costs $100. It lets you see in the dark. 
Gyoza (a.k.a. dumpling) costs $500. It fills up your Life 
Gauge while you’re still in the Shop. 

Peking Duck costs $1,000 (in Easy mode) or $1,500 (in 
Normal or Hard mode). Hold onto it until you need to eat it, 
at which time your Life Gauge will be filled up. 

The Bomb costs $100. It’s a handy explosive against spooks. 
There are also Safes scattered around each level. Blast 
them open. If you’re lucky, you'll find a Money Bag 
inside. If you’re not lucky, a Bomb will appear! Run away 
before it explodes! 


FRIENDS 


There are three Ghostbusters to choose from. Each ‘Buster has 
his own traits. 


LL A ae ea Peter is an average Joe. His 

PETER ERVHORD EGOR Speed is Normal and so is 
iii his Stamina. 

Raymond is a tough cookie. 
His Speed is Slow and his 
Stamina is High. 
Egon is quick. His Speed is 
Fast and his Stamina is Low. 


ENEMIES 


Each level has harmless Ghosts that you beat with a zap or two 
from the proton pack, along with tougher Middle Ghosts. 

When you beat a Middle Ghost, a Spectre-Spirit will appear. 
Grab it with your beam and drag it over the ghost trap to 
capture it and recharge your Life and Energy Gauges. 

If you beat all the Middle Ghosts on a level, you'll face the 
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Boss Ghost! These are the toughest Ghosts of all. Beat them and 
you clear the level, earning yourself lots of money! 


STRATEGY SESSION 


General Strategies 


Go with Raymond as your ‘Buster. He can take the most 
damage, which allows you to make more mistakes than if you’re 
using another ‘Buster. 

When you die and continue, buy yourself some Peking 
Duck at the Item Shop. Otherwise, you won't be able to recharge 
yourself when you need to. We won't tell you when to eat 
Peking Duck during the chapter; just chow down whenever 
your Life Meter is almost empty! 


HOME SWEET HOME 


Choose Raymond as your Ghostbuster. When your car appears 
on the street, drive to Home Sweet Home, the easiest of the 
locations. You have to work your way up to the High-Rise 
slowly! 

Start moving to the right and a weird pink ghost will appear 
above you. Shoot it with the proton pack! Walk to the right and 
you'll see a weird blob at the foot of the stairs. Blast the blob and 
jump up to just below the top step. 

Jump to the left and land on the 
ledge. Run to the left, through more 
pink ghosts and blobs. You'll reach a 
Safe. Shoot it. If a Money Bag 
appears, grab it. If a Bomb appears, 
move away from the Safe until it 
blows up. 

Move to the ladder left of the safe and climb up. Start going 
to the right. Crawl under the falling chandeliers. One of the 
tablecloths will jump to life; shoot before it wraps around you. 

Along the way, you'll spot a Green 
Phantom (more commonly known as 
Slimer). Shoot it and it'll drop an Egg 
down at you. The Egg will turn into a 
Red Drop (which recharges your 
Energy Gauge) or a Blue Drop (which 
recharges your Life Gauge). 

Keep going to the right until you reach a door. Jump into the 
hole left of the door and fall down. Watch out for the spikes on the 
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ground! Enter the door to the right, then 
walk right until you have an encounter! 

This Middle Ghost is Silk Hatton. 
He attacks in two ways. He may split 
into two pieces, walking at you quickly. 
Or he'll cause a strange-looking beast to 
pop out of his hat! Shoot the beast in the 
face until Hatton disappears. The beast 
will split into two parts! 


Shoot the parts of 
the beast until they’re 
both destroyed. A 
Spectre-Spirit will 
appear! Move to the 
right of the trap, and 
face left. Wait until the 
Spirit flies over the trap, 
then activate your laser 
beam! Grab the Spirit and use the control pad to pull the Spirit 
down to the trap. When the Spirit is low enough over the trap, 
he'll be sucked in! 

If you don’t trap the Spirit, he’ll get away from you and you 
won't gain a Life and Energy recharge. It’s important to get this 
before going against the Boss Ghost, so try hard! 

Walk to the right and climb up the ladder. Go into the door 
on the left. It’s time to fight the Boss Ghost, Scalon! 

Scalon will roll around the 
room at first; jump over him as 
he’s rolling. He’ll stop rolling and 
start shooting deadly scales! 


Stand away from him until 
he runs out of scales, then 
crawl and move right next to 
Scalon, shooting all the time. 

Repeat the attack until Scalon dies. Grab the stone tablet he 
drops. The owner of the house will pay you a hefty sum for your 
good work. 

At this point, you’ll return to Ghostbusters headquarters. 
You really don’t have enough money to buy anything, so go 
back out into town and drive to the... 
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APARTMENT 


At the start, move to the right until you reach a door. Go 
through the door, then crawl to the right, through the narrow 
tunnel. Climb the ladder at the end of the tunnel. Blast open the 
Safe at the top of the ladder! 

Jump up the ice ledges above the Safe, then climb the next 
ladder. Turn to the right and quickly shoot the ice creature! Walk 
right and jump onto the ice ledge, then jump back to the left, 
landing near the high ladder. 

Walk to the left, shooting the deadly icicles above you as 
you walk. Go past the ladder you jumped near; keep moving to 
the left until you find a Safe. Open the Safe, then fall down and 
left. Thaw out the ice creature guarding the door and walk 
through. 

You can’t get through these ice 
cubes yourself. Instead, let the 
creatures burrow from left to 
right, eating a path through the ice 
for you! Show your gratitude by 
toasting them as soon as you can. 

Climb up the ladder when you reach it ana Pinediately 
walk to the left. Then turn around and zap the ice creatures, 
along with the Slimer above you for an Egg. Walk through the 
door to the right. 

Encounter time! This Middle 
Boss is the Siren. At first, she flies 
back and forth, shooting groups 
of three bullets. Avoid the bullets! 
Then the Siren will stop on one 
side of the room, split into three 
Sirens, and start shooting again! 


Only one of the Sirens is real; 
figure out which one by shoot- 
ing at each Siren’s head. If the 
head blinks when you hit it, 
it’s the real one. Shoot rapidly 
until the Siren starts flying 
around again. 

When you beat the Siren, trap the Spirit to recharge your 
Meters. Then leave the room through the door on the left. Walk to 
the left and climb down the ladder. Work your way to the right, 
through the ice cubes, and go through the door when you reach it. 
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Walk to the right and stay on the 
ground. You'll plop into some ice-cold 
water! Swim to the right and shoot the 
tentacled ghost’s body. Swim deep and 
to the right to find the Safe. Shoot it, get 
the Money Bag if it appears, and jump 
onto the ledge above the Safe. 

Move up and then right. Move carefully, since you’re so 
close to the edge of the screen! Climb up the first ladder you 
reach and walk to the right again. Move slowly and shoot 
rapidly to nail the ice creatures. Climb up the next ladder you 
see, but pause at the top. Two blobs are bouncing around 
directly above you! Move up when the blobs jump, then turn 
and shoot quickly before scampering back down the ladder. 

When you get both blobs, walk left and through the door. 
It’s Crystarobo! Beating him is very easy. 


DINNER 


¥ 


Stay away from him and jump 

up to shoot his head. When he 

gets close, wait until he jumps, 
and run underneath him! 


When Cry-baby turns yellow, he'll 
come up with a second attack! He'll 
jump onto the roof and swing at 
you! Crawl to dodge this attack, 
and continue going for his head. 


Keep shooting until he’s history, then trap the Spirit. Run to 
the left and through the door. Pass through the icicle chamber 
and enter the door to the left. The big Boss Ghost is here! 

To beat Snowman, keep 
jumping into the air and 
shooting at his head. He’ll be 
flying around the room, releasing 
baby Snowmen to attack you. If 
you keep jumping and shooting, 
you'll blast all the babies while 
hitting the Snowman. 
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After taking some heavy damage, the Snowman will experi- 
ence heavy meltdown! Good work! Grab the stone tablet and you'll 
get paid $6,000 for your work! Back to Ghostbusters headquarters. 

Go to the Weapon Shop. Purchase a 3-Way for your proton 
pack, then grab three Energy Tanks. By the time you're done, 
they'll cost $4,000 each! Get back into action and drive to the... 


WOODY HOUSE 

As soon as you're inside, hit Start to access the Subscreen. 
Select the Infrared Scope, and then activate your 3-Way. If it 
gets dark during the level, re-enter the Subscreen and activate 
the Scope again. Leave the Subscreen and walk to the right. 
Climb up the ladders. 

You'll pass a wall of fire on 
your right. Watch out for the flame 
dogs it shoots at you! Jump to the 
left and fall down to the ledge, 
then climb up the huge ladder. 
When you finally reach the top, 
move to the right, leaping over the 
flame dogs and the blue flame. 

Jump to the right until you find a ledge with a blue flame, 
then jump up and left from ledge to ledge. Follow the ledges to 
reach a Safe and a Slimer. When you reach the ladder up here, 
climb up and walk to the left. Get ready for an encounter! 

The Fire Dragon has a simple 
attack. He sticks his head out of 
the ground, rears back, and spews 
a stream of fire. Shoot the Fire 
Dragon in the head as it emerges, 
then get away from it before it 
breathes fire. Always move into 
the middle of the room in between 
Dragon attacks. 

When you put out the Dragon’s fire, trap the Spirit, then exit 
to the right. Climb down the ladder, fall down one or two 
ledges, then move right until you spot a ladder leading up. 
Climb up and move to the wall on the right. Let the Bouncing 
Buddy come to you, and use him to jump over the wall. 

Crawl to the right, then fall down the deep shaft ‘til you 
land next to a ladder leading down. Climb down and walk to 
the left. Jump over the flames when they recede into the ground. 
Go through the door when you reach it. 
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Take a long walk to the left, shooting the ghosts above you. 
Climb down the next ladder you reach, then start moving to 
the right. 


Go through 
the door when you 
reach it. It’s a 
Middle Boss! The 
Fire Giant spins 
into a fireball, 
shoots six small 
fireballs of his 
own, then reforms 
into his normal self. Jump up to shoot him in his normal form, 
then dodge him when he metamorphs into the fireball. 

When the Fire Giant (and his Spectre-Spirit) are gone, leave 
the room to the left. Move to the left, over the flame walls. 
Retrace your steps up the ladder, right and up again. Now move 
to the left, up a small group of stairs. Jump to the left, using the 
logs to stay safely above the fire. 

Jump off the last log to the left, and you'll land below a 
ladder. Climb up and move to the right, across the floating logs. 
Climb up again, and go left this time. You’ll pass through a door 
into the room of the Boss Ghost, Wall Man! 

When Wall Man appears on a 
wall, face him (if you’re on his side 
of the room) or jump over to him 
(if you’re on the opposite side). 
Shoot at Wall Man’s mouth once or 
twice, then jump to the opposite 
side of the room and dodge Wall 
Man’s attack. If you fall into the 
hole in the middle of the floor, 
you'll be toasted in the hot flames! 

Keep shooting Wall Man until he’s a dead man. Gather the 
stone tablet and prepare to be paid! With the money you’ve got, 
go to the Weapon Shop and buy a Special Suit, along with 
another Energy Tank to break your bank! Time to head for the... 


HIGH-RISE BUILDING 


Move to the right and bust open the Safe for some bucks, then 
go left and climb the ladder. Walk right and shoot the attacking 
silverware! Pass the first ladder on this level; climb down the 
second one. Keep going to the right. 
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Climb up the next ladder and 
move to the left. Outside the window, 
you'll catch a glimpse of your old 
nemesis, the Stay-Puft Man! His fists 
will pound through the walls, trying 
to grab you. Watch out! 

Follow the ledge left, up, and 
right to the door. Go through and 
you'll face off against the 100-Eyed Centipede! It’s not really 100 
eyes, but it’s close enough! Go to the Subscreen and turn on 
your Special Suit to protect yourself. 

: Shoot the Centipede as fast as you 
can. The eyes will start spitting off 
into the air; concentrate on breaking 
apart the ‘pede, then shoot each 
individual eye. When the Spectre- 
Spirit appears, trap it, then turn off the 
Special Suit. 

Go through the door to the left. 
Go down, right, down the ladder, left, 
up the ladder, left and up the ladder 
again. Walk left, down the hall. From here, this path leads in one 
direction only. You can’t get lost, so just keep moving and keep 
shooting the attacking plates, cups, and tablecloths. 

Eventually, you’ll reach a door to your left. Don’t go 
through it. Instead, go right and climb up the ladder. Walk left, 
empty the Safe, then return to the door and go through. You'll 
fall into some water. Swim all the way to the bottom, then left 
and up. You'll reach another door! Go inside to encounter the 
Shell Beast! 

When the Shell Beast opens up 
above you, aim straight up and fire at 
its middle. It will try to fire laser 
beams, but if you shoot quickly 
enough, you'll hit the beams before 
they hit you! 

After closing, the Shell Beast will 
fall down at you. Move away from the 
Beast as soon as it closes, then start 
shooting it again when it opens up. 

Wrap up the Beast and trap the Spectre-Spirit. Walk to the 
left and a ladder will appear. Climb up to the roof of the High- 
Rise to meet Mr. Stay-Puft! 
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Get close to Stay-Puft and shoot him in the eyes and nose 
rapidly. He'll attack with lasers from his eyes, fireballs from his 
mouth, and fists from the sides of the screen! All of these attacks 

are tough to dodge, so watch out! 


You'll almost certainly run out of energy during the battle. 
Go to the Subscreen, turn off the 3-Way, and return to the fight. 
Keep blasting until Stay-Puft goes down in a ball of fire! Collect 
your well-deserved reward and you'll return to headquarters. 

The guys are missing, kidnapped by an evil dude named 
Arthur! The Weapon Shop owner will tell you about him. What 
now? Go to the Weapon Shop and buy yourself the last Energy 
Tank. Then head out to the... 


You'll meet Arthur in front of the 
Castle and give him the stone 
tablet. He’ll run off, leaving you 
to find the guys on your own! 
Thanks for nothing, pal! 

Turn on the 3-Way, then walk 
to the right and fall down to the 
ground. Move right and climb up the ladder to get the Safe, then 
climb back down and move to the right. Shoot the sphere in the 
slime wall to destroy it and get through safely. Stay far enough 
away from the wall to duck between 
the bullets it shoots. 

Climb up the next ladder you find. 
Walk to the right until you reach the 
end of the ledge (there are three chairs 
at the end). Turn on the Special Suit, 
then jump up and hit the blob when 
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it’s above you. You'll take damage, but you also want to end up 
on the same ledge as the blob. When you make it, shoot the 
blob, then jump onto the moving platform. 

Jump off to the right and shoot the slime wall as you travel 
to the right. Crawl past the wall and the spinning blade behind 
it, and you'll fall down to a door. Go through the door, turn on 
the Special Suit, and move right to fight the Marionette! 

This Ghost is 
possessing the body of a 
Ghostbuster! Go to the 
Subscreen and turn on 
the Normal Shot. Stay 
far away from the 
‘Buster and shoot from 
long range. When he 
gets close, leap over him and shoot him from behind. He’s a 
skilled Boss, so prepare to take damage! 

When you shoot the 
‘Buster enough, the Marionette 
will disappear and a Spectre- 
Spirit will come out of the 
‘Buster! Trap the Spirit and 
then revive your friend! 

Leave the room to the left 
and jump back up to the slime 
wall. Blast through it, then 
jump to the left and back to the moving platform. Use it to jump 
to the left, onto the ledge with the chair. Walk along the ledge, 
then fall down to the ground. 

Go to the left until you reach a ladder. Climb up and crawl 
to the right, underneath the blades. Shoot the ghosts as you 
move! Climb up the ladder 
when you reach it. Turn on the 
Special Suit and face the blades 
to the left. 

To jump past a blade, wait 
until it just swings past you, 
then run left and jump the blade 
as it comes back up. You need to 
jump past two blades before 
you get to the next ladder. 

At the top of the ladder, walk right and into a Middle Boss 
room. It’s the Reaper! Turn on the Special Suit! 
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The Reaper has two attacks. The first attack is a mighty 
swing of his scythe. The second attack is a circular shot of 
four fireballs. You can’t avoid the scythe, but you can shoot 
the fireballs to destroy them. 


The Reaper’s weak spot is his head; keep shooting at it until 
the Reaper gives up the ghost—rather, the Spectre-Spirit. Trap it 
and recharge your Gauges. Then leave the room to the left. 

Climb down the ladder and walk to the right, past the 
blades again. Jump onto the green ledges to the right, and use 
them to jump upward to the vines. Then use the vines to 
continue upward. You'll come to a ledge with a door to the left. 
Go into the door for Middle Boss three: another Marionette! 

Switch to the Normal Shot again and beat this Marionette 
like you did the first one. Trap the Spectre-Spirit and walk out of 
the room to the right. Fall down to the ground, then enter the 
door to the right. 

Jump up, up and away, using all the ledges at your disposal. 
You'll reach a door on the left; go through and turn on the 
Special Suit and 3-Way. It’s the 
Broccoli Worm, a deadly combi- 
nation of nutritious vegetable and 
squishy lifeform! 

Blast the Worm’s head until its 
body explodes into pieces, then 
shoot all of the pieces to make the 
Spirit appear. Trap him and you’re 
ready to face the Boss Ghost! 

Leave the room to the right. Walk right and fall all the way 
to the ground, then walk left and through the door. Use the 
Bouncing Buddy to bounce up and left onto the ledge. Move 
left through the blades, up the ladder, left, up the next ladder, 
and right. 
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When you spot green ledges above you, move up to them 
and jump to the left until you reach the ladder. Climb up, shoot 
the slime wall, and walk through the door behind it to take on 
the Insect Trapper! 

Hit the ground and start shooting at the Trapper with 3-Way. 
When you run out of Energy, switch back to the Normal Shot. 

The Trapper will cause 
plants to sprout from the walls. 
These plants shoot out small 
pods that can damage you. You 
can shoot the pods, or crawl 
back and forth to dodge them. 


The Trapper will also fire 
huge laser beams. If you stay 
down, the beam will miss you; 
if it hits, prepare to take 
serious damage! 

It will take a ton of shots, but the Trapper will finally die, 
giving you a red skull! Grab the skull to finish the level and get 
a ton of money for your efforts! 


After placing the red 
skull into the stone 
tablet, an earthquake 
will rip a huge hole 
open in the middle of 
New York! Go to the 
Weapon Shop and 

i purchase Explosives, 
then see the Item Shop for Peking D Duck and all the Bombs you 
can get. It’s to stop the ghosts once and for all by entering the... 


DEEP HOLE 


Move right and jump across the hole. Walk to the right and fall 
down to the floating ledge. Move off the ledge to the right when 
it reaches the bottom of its path. Go right and fall past two more 
floating ledges. 

Move left and down until you land next to a wall on the left. 
Move to the left, through the wall (and the dangerous-looking 
spikes), and you'll encounter Scalon! Beat him like you did 
before and trap the Spirit. 
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Move to the right and jump 
up the two floating ledges. 
Walk to the right until you fall 
down a shaft. Keep moving to 
the right until you enter the 
next Middle Boss room with the 
Snowman! Beat him and trap 
the Spirit to recharge. 

Leave the room and jump up the ledges above. Get onto the 
floating ledge and jump to the right at the top of the ledge’s 
path. Walk to the right and hop off the Buddy onto the ledge 
above. Move to the right and follow the tunnel down, right, up 
and left. Hop up the two floating ledges, then move right to find 
the Insect Trapper. Beat him and trap the Spirit. 

Walk to the left and back to the floating ledge. Jump left and 
jump up the small stairs. Then ride the next floater up and left. 
Walk left down the tunnel and you'll be led straight to Wall 
Man! Whip the Wallster and trap the Spirit. 

One last long journey 
separates you from the final 
Ghost! Leave the room to the 
right and follow the tunnel, 
then move to the right. Use 
the ledges to stay at the top 
of the area, and check the 
Subscreen to make sure 
you're headed the right way. Finally, you'll enter the room of 
Janna, goddess of death! 

The battle with Janna will take a LONG time, and lots of con- 
tinues. See The Secrets for the best way to defeat her. Good luck! 


SHH... THE SECRETS 


Defeating Janna 


In her first form, Janna alternates with 
two attacks. She’ll shoot a bouncing 
drop at you, and then shoot a 
spinning blade. Duck under the drop, 
and crawl right up to Janna to avoid 
the blade. Shoot Janna in the face 
ai between attacks. 

After you do some damage, Janna will change into a second 
form. She’ll take to the air and start throwing blades every few 
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seconds. Keep on the move and keep 
shooting Janna’s face. Use whatever 
extra weapons you have, because 
you'll need them! 

It'll take lots of tries before you 
finally defeat Janna. Just keep at it and 
you'll prevail! 
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King’s Bounty 


Distributor: Electronic Arts 
Game Type: Strategy 


WHAT’S GOING ON? 


It’s an old story, told and retold throughout history. The land 
was at peace, a benevolent king on the throne. But all that ended 
as the evil and most powerful Arech Dragonbreath stole the 
magical Scepter of Order. Without the Scepter, the land was 
thrown into chaos and Arech and his evil legions roamed freely 
doing what evil legions do. 

Well, as usual, that isn’t the end of the story—rather, the 
beginning. So now somebody has to find the Scepter and return 
it to the King. That somebody is you. 

Oh, that sounds easy enough, doesn’t it? But Dragonbreath 
has decided to make things difficult. He’s buried the Scepter 
somewhere on one of the four continents, but he’s shredded the 
map with his scaly claws and given pieces to his 16 generals, 
kept one, and hid another 8 pieces with certain objects of power. 
Then he relaxed to his nasty enjoyments, secure in the fact that 
nobody, not even a hero, could find the Scepter. 
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PLAYERS 


There’s only one hero. 


SCORING 


The only task you must complete is to find the Scepter. 
Everything else is secondary. However, you can score points by 
destroying Dragonbreath’s minions. Each of your followers 
killed subtracts from your score, however, so to earn the highest 
score, you must kill many and lose few. First, pick the difficulty 
level you want. This will determine your scoring opportunities. 


Level Chart 

Level Days Score 

Easy 900 x.5 

Normal 600 x1 

Hard 400 x2 

Impossible 200 x4 
LIVES AND CONTINUES 


You have only one life, and you won't die during the game. 
However, you are a general and your troops will live or die 
according to your leadership. If all your troops are wiped out, 
you'll end up back at the castle looking to recruit more. 

There is a Password option in this game, but be forewarned: 
The Password does not keep your revealed map areas and you 
don’t retain any of the magic spells you bought or found. We 
don’t like to use the Passwords. It’s almost easier to start over. 
Most games of King’s Bounty don’t take all that long anyway. 


CONTROLS 


See next page. 


WEAPONS 


Your weapons are your troops, each of which will have its own 
weapons and skills. For instance, Pikemen carry pikes while 
Archers have bows and arrows. Other creatures have magical 
attacks or special abilities. The creatures who can be your troops 
are also going to be your enemies. Knowing their strengths and 
weaknesses can be a big help. There are five types of creatures, 
depending on which area they come from—castle, plains, hills, 
forests, or dungeons. 
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Move Troops Close Menu 
Fly (With Flying Troops) 


Open Menu 
Make Selection 


Some creatures have magic or special attacks. Also, each 
creature has a Morale class. Creatures of the same Morale Class 
get along best together and when your whole troop is of the 
same class, their morale may be High, which makes their attacks 
50% more effective! A Low Morale means a drop of 50%. 


After each creature’s name will be letters if appropriate. The first 
letter is the Morale Class with a number indicating the creature's skill 
level, followed by codes that describe their special abilities. 
Morale/Skill level + F = Fly; M = Magic; S= Shoot (or long distance 
attack); X = Extra Ability 


Plains 


Peasants (A/1) are little more than cannon (monster?) 
fodder. They are virtually useless unless in large numbers, 
and though cheap to hire, they die in prodigious 
quantities. It’s usually better not to use Peasants unless 
you don’t care about your final score. 


Wolves (D/2) can travel long distances during a battle, and 
are somewhat effective against certain enemies. However, 
they are pretty weak as troops and not highly desirable. 
Nomad (C/3) are mounted troops with good mobility and 
average fighting ability. They aren’t easy to control and 
don’t have much effect against the more powerful 
creatures in the game. 
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Barbarians (C/4) are pretty good fighters, but aren’t the 
most effective troops around. 


Archmages (C/5-F-M) are useful because they can fly and 
their Fireball attack is reasonably effective, though they 
can only use it twice per battle. 


Castle 


Militia (A/2) are not much better than Peasants in armor 
and should be used sparingly. 


Archers (B/2-S) are good troops to have early. Their arrows 
can attack any creature in the conflict from long distance, 
and they have 12 shots in each battle. 


Pikemen (B/3) are sturdy, hard-hitting men who can wreak 
havoc on many lesser enemies. Though slow moving, they 
are excellent troops to have at any point in the game. 


Cavalry (B/4) are fast and fairly powerful. They can be hired 
after your first promotion from the King. Cavalry is 
reasonably effective, but isn’t one of our favorite troops to use. 


Knights (B/5) only become available after the King 

has promoted you several times. Knights are 
among the most effective troops in the game, 
particularly against Dragons, which are virtually 
unaffected by most attacks. If you’re going up against 
Dragons, the best troops to have would be Knights, other 
Dragons, and hundreds of archers of some kind. Knights 
can be hard to control as they are, themselves, leader types. 


Forest 


Sprites (C/1-F) are tiny forest creatures who can fly. They 
are easily defeated however, and usually die in hordes. 
Also, they are the only flying creature that you can’t use to 
fly over the map. 

Gnomes (C/2) are small, tough creatures who fight rather 
poorly, if the truth be told. They can provide some 
reasonable resistance in battle, but aren’t among the elite 
soldiers of the realm. 


Elves (C/3-S) are the best archers in the world. They are 
accurate and effective with their attacks, and can fire 24 
times during any battle. 


Trolls (D/4-X) are nasty green giants with the ability to 
recover their hit points fully between rounds of a battle as 
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long as they aren’t killed. If you go up against other Trolls, 
you'll have to be powerful enough to kill them with one 
attack. You can’t wear them down. 


Druids (C/5-M) are magic users who can throw a lightning 
bolt at their enemies three times in a battle. This is an 
effective attack with lower types of enemies, but becomes 
insufficient later on. 


Hills 


Orcs (D/2-S) are the archers of the hills. They aren’t as 
effective as Elves, but they are usually available in larger 
numbers, so you may be able to get more Orcs than Elves. 
They can only shoot 6 times in a battle. 


Dwarves (C/3) are tough fighters who can be difficult to 
destroy. They’re slow, but durable. 


Ogres (D/4) are slow, nasty, medium level creatures. 


Giants (C/5-S) are powerful and fast. They can throw giant 
boulders 6 times per battle, but also can do great damage close up. 


Dragons (D/6-F-X) are the most powerful 
creatures in the world of King’s Bounty. Virtually 
indestructible, they can fly and attack any 
creature, usually causing devastation on the 
troops attacked. With 200 hit points, they can survive 
attacks by lesser troops and are completely untouchable 
by level 1 troops like Peasants and Sprites. The are also 
immune to magic attacks. About the only real natural 
enemy of the Dragon is another Dragon or a Knight. 


Dungeons 


Skeletons (E/2) are like dead Militia. They come cheap and 
die pretty fast, too. They are a little more durable than 
Militia, however, but their undead nature may make them 
incompatible with many other troops, as is true of all the 
dungeon creatures. 


Zombies (E/2) are not much better than Skeletons, and 
they’re slower as well. They are a little more durable. 


Ghosts (E/4-X) are unique. For each enemy they kill, they 
gain one in their own ranks. Makes sense, doesn’t it? 
However, there is a danger when recruiting Ghosts. In the 
week when all Peasant dwellings are replenished, all 
Ghosts in your employ will turn into Peasants. Bummer! 
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Vampires (E/5-F-X) are insidious creatures who heal their 
own wounds from the damage they do others. According to 
the King’s Bounty manual, they only heal hit points, but our 
experience is that they actually resurrect lost members (like 
Ghosts). So if they can kill more of an enemy than they lose, 
they will always come out even in the battle. That makes 
them excellent troops against most of the armies you'll face. 
Only when you get to the last three or so generals will the 
Vampires’ ability to regenerate their troops come to naught. 


Demons (E/6-F-X) are among the most powerful 

creatures in the game, and may cut down any 

hag troop they attack by half with one blow. 
Otherwise, they do a fair amount of damage in 

ordinary attacks. However, in practice, we’ve found 


them vulnerable and you can lose lots of Demons against 
the stronger armies. 


If you check the Morale Chart that came in the King’s Bounty 
manual, you'll also see the combinations of Morale Classes and 
what happens when you combined troops of different classes. 
You'll notice that you can only get High morale by combining all 
C or D classes together. For instance, a devastating troop could 
consist of Wolves, Trolls, Orcs, Ogres, and Dragons. However, 
more practically, a troop of many Orcs, Dragons, and perhaps 
Trolls would be sufficient to destroy most armies. Another 
excellent army combines Vampires, Demons, and Dragons. They 
are all strong characters, all can fly (making movement much 
easier) and they get along at the Normal level of Morale. 


Here’s a chart showing the effect of Skill Level on attack 
effectiveness. Remember, if you have the Sword of Prowess, 
your attack will be more effective. And if your party’s Morale is 
High, it will be even better! 


Attacker 


50% 60% 70% 80% 90% 100% 
40% 50% 60% 70% 80% 90% 
30% 40% 50% 60% 70% 80% 
20% 30% 40% 50% 60% 70% 
10% 20% 30% 40% 50% 60% 
0% 10% 20% 30% 40% 50% 


Defender 
Au PrP WN 
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SPECIAL ITEMS 


There are eight special items of power found in the world of 
King’s Bounty. Two will be found on each continent. 


The Amulet of Augmentation increases your spell 
casting power by 5. 


The Anchor of Admiralty reduces the cost of boat 
rentals to 100/week. 


The Articles of Nobility increase your weekly 
commission by 2000. 


The Book of Necros doubles the maximum 
number of spells you can have. 


The Crown of Command doubles your leadership 
which is important in maintaining your troops. Too low 
a leadership quality will result in some of your troops 
going out of control and attacking your other troops. 


The Ring of Heroism, like the other items, gives 
you a piece of the Scepter map, but doesn’t really 
help you otherwise, despite what you may read 
elsewhere. 


The Shield of Protection reduces the damage your 
enemies do to your troops by 25%. 


The Sword of Prowess makes your troops cause -e 
50% more damage when they attack. - 


You'll also find two other kinds of maps besides the pieces of the 
Scepter map. One will show you the entire continent you’re 
currently visiting. The other will show the route to the next 
continent. 


76 


King’s Bounty 


FRIENDS 


The King is your only real friend. Actually he’s your employer 
and pays for your troops and any other expenses. However, he’s 
a little tight and you won't be able to count on unlimited funds. 
In time, however, you'll be able to increase your commission 
and also find money here and there. Each time you defeat an 
enemy general, you'll also gain a substantial reward. 


ENEMIES 


You’ve got lots of enemies. Each of the four continents is 
teeming with nasty groups of creatures, most of whom will 
attack you given the chance. A few will offer to join you, and, if 
you're powerful enough, some will run away. 

The 16 Generals are all holed up in castles and they won’t run 
from a fight. To earn your reward for beating them, you must 
obtain a contract from a town. If you defeat a general without a 
contract, he (or she) will escape and you'll have to defeat them 
again elsewhere, though the second time is usually easier. 

On each successive continent you visit you'll encounter 
nastier and more powerful enemies and Dragonbreath’s 
henchmen become harder to beat. However, you'll be able to 
recruit better troops as well. It isn’t necessary to attack Arech 
himself to win the game, but if you decide to do so, come 
prepared. He’s got lots of Dragons and other nasty troops. You'll 
need a massive force of Knights, Dragons, and anything else you 
can get. Several hundred Elves or Orcs would be useful for long- 
range attacks. 


Each General tends to have a certain kind of army. Here are some 
guidelines to what kinds of enemies you'll face when you try to defeat 
the evil minions of Arech Dragonbreath. You can also get some idea of 
the enemy's forces by checking in a local city and selecting Gather 
Information. 


Murray the Miser (5,000 gold) 25 Wolves, 26 
Militia, 58 Peasants, 41 Peasants, 70 Peasants 


Hack the Rogue (6,000 gold) 33 Militia, 21 
Militia, 100 Peasants, 68 Peasants, 15 Nomads 
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Princess Aimola (7,000 gold) 60 Sprites, 83 
Sprites, 21 Skeletons, 20 Zombies, 5 Ogres 


Baron Johnno Makahl (8,000 
gold) 23 Orcs, 18 Archers, 5 
Trolls, 17 Dwarfs, 40 Wolves 


Dread Pirate Rob (9,000 gold) 53 Militia, 14 
Archers, 17 Elves, 7 Barbarians, 54 Militia 


Caneghor the Mystic (10,000 gold) 257 
Sprites, 11 Ghosts, 14 Knights, 6 Archmages, 
8 Archmages 


Sir Moradon the Cruel (12,000 gold) 25 
Archers, 24 Pikemen, 15 Cavalry, 19 Knights, 
102 Militia 


Prince Barrowpine (14,000 gold) 30 
Archmages, 13 Druids, 42 Pikemen, 304 
Sprites, 39 Elves 


Bargash Eyesore (16,000) 20 Ogres, 14 Trolls, 8 
Giants, 96 Wolves, 169 Orcs 


Rinaldus Drybone (18,000) 121 Zombies, 31 
Ghosts, 10 Vampires, 7 Demons, 523 
Skeletons 


Ragface (20,000) 204 Zombies, 54 Ghosts, 30 
Vampires, 13 Demons, 631 Skeletons 


Mahk Bellowspeak (25,000) 7 Dragons, 33 
Ogres, 207 Orcs, 227 Gnomes, 31 Giants 


Auric Whiteskin (30,000) 41 Barbarians, 20 
Giants, 112 Nomads, 768 Peasants, 309 Gnomes 
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Czar Nickolai the Mad (35,000) 70 Pikemen, 72 
Knights, 6 Dragons, 112 Cavalry, 138 Archers 


Magus Deathspell (40,000) 53 
Vampires, 106 Archmages, 558 
Gnomes, 5246 Peasants (!?!), 32 
Demons 


Urthrax Killspite (45,000) 10 Dragons, 212 
Cavalry, 270 Knights, 64 Archmages, 53 
Demons 


Arech Dragonbreath (50,000) 25 Dragons, 
27 Dragons, 106 Demons, 104 Vampires, 
108 Dragons. Beating this army is going to 
require the services of many brave 
fighters. In fact, you may have to come 
back several times with successive waves 
of attacks to beat Dragonbreath. Knights are always 
available, but Dragons are in short supply. Good luck. And 
remember, you don’t have to beat him to win the game. 


STRATEGY SESSION 


General Strategies 


One of the most important things to learn about King’s Bounty 
is which armies match up best against each other. You'll find by 
experimentation that some creatures simply don’t stand a 
chance against certain others, but are quite effective with some. 
There are lots of combinations, so experiment with different 
kinds of armies and different attack strategies. We usually use 
our long-range shooters to get rid of any long-range threat from 
the enemy while we position our most powerful forces as a 
shield to take on the ground troops. In many of the early 
encounters, your Archers, Orcs or Elves can wipe out all the 
enemy troops while your other legions wait and don’t take any 
risks. 

There are two basic ways to play King’s Bounty. One we call 
the Exploration Method and the other is the Brute Force 
Method. Which one will appeal to you? 
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The Exploration Method 


In the Exploration method, you immediately rent a boat in 
Hunterville. Then using the menu, View your army and choose 
Dismiss Army to eighty-six all but the cheapest and smallest 
army. You aren’t going to be getting into any scraps if you can 
help it. 

Now that you have a boat, start sailing around, grabbing 
any chests you can find. For the most part, distribute the gold to 
the peasants. This increases your Leadership, which is 
something you need to do in order to command the larger, more 
powerful armies you will want. Money will also come, but you 
don’t necessarily need what you find in the chests right now. 

Check out the cities along the way to find out who’s in 
which castle and keep notes of where you can find the villains. 
Also remember where you can buy the Castle Gate, Town Gate, 
and Time Stop spells. These are very useful, and you'll want 
them later. Unless you started the game as Tynnestra the 
Sorceress, you won't be able to use them yet anyway. 

On Continentia, you can safely explore the desert since 
nothing will follow you onto it. There are several chests and 
possibly other items located in the desert. 

When you find 
the Map to Forestria 
(which will often, but 
not always, be on the 
coastline), sail away 
from land in any 
direction until you are 
asked which con- 

Hidden within on ient Ša d tinent you want to go 
Bf cnarie nener DING possose to If =i to. Choose Forestria 
i Forestria = @ and repeat the process 
9 of exploration there. 
Do not... and I 
repeat... do not get into any battles. If a chest is being guarded, 
you can usually lure the guardian away and trick him if you’re 
clever. He’ll follow your boat, 
so use your wits and you'll be 
able to get almost any chest. 

If you are unlucky enough 
to get attacked, you should 
probably choose Give Up from 
the menu. You'll lose your 
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troops, but that’s not a problem at this point since you’re 
traveling light. You'll just have to start over at the Castle. 

Keep going until you reach Saharia where you can get an 
Archmage, a Dragon, a Demon, or a Vampire; just get one. You 
may have to walk out onto the desert to find a dwelling where 
you can hire the help (so to speak), but it’s safe to walk across 
the desert. Nothing will attack you there. 

Finally you have 
a flying creature, so 
dismiss all other 
armies. Now, when 
you press the B 
button, you'll be able 
to fly over the 
landscape, dropping 
down to get chests 
and stuff by pressing 
B again. Explore and 
get all the objects, 

= — —— maps, and money 
you can. Especially try to get the eight power items since each one 
gives you a part of the Scepter Map. 

Now you have a choice. Once you 
find all eight objects of power, you will 
have eight parts of the map. You can try 
to find the Scepter now, but it may be 
hard, or you can go hire some Dragons 
and attack the castles in Continentia. 
They will fall quickly to your Dragons 


2 


and you'll gain more 
pieces of the map. 
Now you can continue 
to attack enemies, 
building a bigger and 
more powerful army, 
or you can just beat 
the enemies you need 
until you reveal 
enough of the Scepter 
Map to know where it 


From this much of the map... 
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is. Remember one 7 z 
thing: Dragons don’t : ; Ta 
grow on trees. If you S 
keep using your 
Dragons, a few of 
them will probably 
die. Also, they are 
very expensive. There 
are other ways to 
proceed, and other 
creatures you can use. 
It mostly depends on 
your idea of a fair 
fight and what creatures you prefer. You can experiment. We 
have been able to find the Scepter in 97 days, which is pretty 
quick. To do so, we 
didn’t have any 
fights, were lucky 
finding the maps to 
new continents 
quickly, and were able 
to recognize the area 
the Scepter was 
buried in from just 
the meagre parts of 
the map exposed. You 
won't always be so 
lucky. If not, you 
might try... 


..you can find the Sceptre. With luck! 


Or you might want this much. 


The Brute Force Method 


If you’re feeling like a good 
slaughter today, try going to 
the Castle at the beginning of 
the game, buying all the 
Pikemen and Archers you can 
afford, then any Militia after 
that. Go attack a few armies 
and then return to the Castle 
for more troops. Keep 
building your army and 
attacking, using the boat and 
eventually some flying armies Check out the competition. 
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to find and destroy. Keep building up stronger and stronger 
armies and you'll eventually be able to conquer continent after 
continent and all the generals on them. 


Or you can try the combination Brute Force and Exploration. In that 
method, you explore until you get to Saharia, get a flying creature 
(preferably one Vampire because he’s cheaper), then load up on stuff 
from all the continents. Finally, go back to Saharia and hire the best 
armies you can get, return to Continentia and start capturing villains. 
Eventually, if you're good, you may even get to take on Arech 
Dragonbreath, himself. 


Arech's Army; or, Nobody Knows the Dragons I've Seen. 
This isn't even going to be close. 


Can you come prepared? 
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Klax 


LA 


mm GAME 
OPT IONS 


TM ATARI GAMES CORP. 
LICENSED TO TENGEN INC. 


Distributor: Tengen 
Game Type: Arcade/Strategy 


WHAT’S GOING ON? 


It is the Nineties, and there is time for... Klax! Klax is a game of 
tic-tac-tile. Colored tiles flip down the Ramp to your Paddle, 
and you use the Paddle to drop the tiles into a 5 by 5 Bin. The 
object is to get three or more tiles of the same color in a row, 
either vertically, horizontally or diagonally. 

Each level has a specific objective. This may be to achieve a 
certain number of Klaxes (a Klax being three or more tiles in a 
row), to score a certain number of points, to make a number of 
diagonal Klaxes, or to drop a certain number of tiles. 

As you advance through the levels, the tiles come at you 
faster and the objectives get harder to accomplish. Can you 
complete all one hundred levels and stay sane? 
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PLAYERS 


Klax can be played by one or two players. If two players 
compete, the screen will divide into two halves to give each 
player his own screen. When only one player is Klaxing around, 
he gets the entire screen. A second player can join in at any time. 


SCORING 


Understanding how you score points in Klax is understanding 
how to win the game. There are three areas of scoring to be 
concerned with. 
Klaxes are your basic point-makers. There are nine types of 
Klax altogether; three ways of making a Klax (vertical, 
horizontal, diagonal) and three lengths of Klax (3, 4 or 5 
tiles). Here are the point values. 


Vertical Klax: 3-Klax = 50 pts. 4-Klax = 10000 points. 
5-Klax = 15000 points. 

Horizontal Klax: 3-Klax = 1000 pts. 4-Klax = 5000 
points. 5-Klax = 10000 points. 

Diagonal Klax: 3-Klax = 5000 points. 4-Klax = 10000 
points. 5-Klax = 20000 points. 


As you can see, vertical 3-Klaxes are almost worthless, but 
vertical 4-Klaxes are quite lucrative. So are diagonal Klaxes. 
If you're going for points, you want to achieve vertical 4- 
Klaxes and diagonal Klaxes. 


Throughout this chapter, 
we've included several 
diagrams to help you score 
the big Klaxes. We've used 
distinctive patterns to rep- 
resent the tile colors. Use 
this chart to help you 
understand what we're 
referring to. 


ie LIGHT BLUE 


ORANGE 
The Score Multiplier Petal PINK 
measures the number of rhe RED 


Klaxes you achieve with 


one tile. It will keep WILD 


going until all the Klaxes 
have been counted. 
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In this first image, drop both tiles This creates a horizontal 3-Klax 
into the space. with a Score Multiplier of one. 


The Pink tiles score two vertical 

4-Klaxes, two diagonal 3-Klaxes, 

and a horizontal 3-Klax, making 
the Score Multiplier equal to 6. 


In the picture above, you would score 1000 points for the 
first Klax, but then five more Klaxes are formed when the tiles 
drop. That bumps the Score Multiplier up to 6. Therefore, your 
total score is 187,000. Here's how it works: 


Horizontal 3-Klax for 1000 x 1 = 1000 
2 Vertical 4-Klaxes for 20000 x 6 = 120,000 
2 Diagonal 3-Klaxes for 10000 x 6 = 60,000 


Horizontal 3-Klax for 1000 x 6 = 6000 
Total is 187,000 


The final area of scoring occurs when you complete a level. 
You'll receive Bonus Points for any tiles left on the Paddle, and 
any spaces left in the Bin. 


LIVES AND CONTINUES 


At the beginning of the game, you’re given the opportunity to 
start on Level One, Level Six or Level Eleven. This will not only 
earn you Warp Bonus points (if you complete the level), but will 
determine the number of drops allowed on the Drop Meter. 

If you start at Level One, you'll be allowed three 
drops—that is, allowing a tile to tumble off the Ramp without 
being caught by your Paddle. This can also happen if the Paddle 
is full; it can only hold a maximum of five tiles. When the third 
tile drops, your game is over. If you start at Level Six, you’re 
allowed four drops, and at Level Eleven, five. 

There is a catch, of course; the Drop Meter is not cleared at 
the end of every level. It’s cleared at the end of every five levels, 
when you're given the opportunity to Warp again. 

You can also lose by filling the Bin to capacity. 
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You can continue three times; you'll start from the 
beginning of the last level you reached. Try going to the Option 
Screen to mess around with the number of credits and a lot of 
other game parameters. You can even adjust the difficulty level 
up or down. The most interesting option turns off the Drop 
Meter for the first Wave, but if you use this, you can't get a high 
score. 


CONTROLS 


Throw Back Tile 


Speed Up 


Move Paddle 


WEAPONS 


Although you don’t have any weapons in Klax, you do have 
some special moves. Of course, you can move the Paddle back 
and forth, and drop tiles into the Bin. 

You can also press Up to throw tiles on your Paddle back 
onto the Ramp. You would do this to rearrange the stack 
currently on the Paddle. Don’t abuse this feature or you'll soon 
find yourself in tile overload mode! 

Finally, you can speed up the Ramp and get the tiles to drop 
more quickly by holding Down. Why would you do this? See 
the Strategy Session to find out. 


SPECIAL ITEMS 


None at all. 


FRIENDS 


The tiles are your “friends”, since they’re the things that run up 
your points! There are several different colors of tiles, with more 
appearing as the game goes on. 
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There is also a special tile called the Wild Tile. This tile can 
form part of a Klax representing any color—or even several 
colors! 


ENEMIES 


The enemy in Klax is time. As you play on, the game will speed 
up slightly. Therefore, the more quickly you play, the easier the 
higher levels will be. 


STRATEGY SESSION 
General Strategies 


Players tend to drop tiles in bunches, as they get flustered after 
dropping the first tile. When you drop a tile, don’t worry about 
it. Just concentrate harder on the situation so that you don’t 
drop another one! 

Since the game gets faster over time, speed up the tiles by 
speeding up the Ramp. Don’t get carried away, or you'll see just 
how fast you can fill up the Drop Meter. 

The Warp Bonus may look tempting, but it’s not worth it. 
You can rack up way more points with radical patterns in the 
easy early levels. 

There are two ways to make a vertical 4-Klax. If you’ve 
noticed, there’s a slight delay when you score a Klax. You can 
use this delay to drop additional tiles, and the game won’t count 
them until it starts up again. The other way is to set up a chain 


Get a 4-Klax in two 
ways. Drop the first 
tile to make a 3-Klax, 
then, during the 
scoring delay, move 
and drop the other 
two tiles of the same 
color quickly on top 


of two matching 
tiles in the bin... 
Or score big points 
by forming a Klax 
that makes the tiles 
drop into a four-way 
configuration! 


Klax 


reaction. By doing one Klax, you can cause other Klaxes to drop 
into place! This will also increase the Score Multiplier, getting 


you bigger points. 


Klax to the Max 


You want points. Lots of them. Well, get ready to work for them. 
With practice, your scores will be into the millions. 

There are two different high score tables you can get on. One 
scores "by credit," and the other scores "by game." With the 
techniques you'll learn in this chapter, you'll top both lists! 


Here’s a level-by-level guide to Klax supremacy. 


AAA bf 233 
bp o qa ew 


GS 


HSS 


nrpu 
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Level One. This is the 
easiest level of the game, 
and yet the hardest. 
Why? Because the pat- 
terns you can form for 
maximum points are 
fairly complicated. They 
don’t get any harder, so 
that’s some consolation. 
There are only four 
colors of tiles for this 
level, which is why you 
can do so many vari- 
ations. Below are three 
high-scoring patterns 
that you should aim for 
on this level. Remember 
that for all of these 
patterns, you have to 
drop all the tiles before 
the scoring delay runs 
out, or you’re stuck. And 
you also can only create 
one Klax, at the most, to 
get rid of unwanted tiles. 
Otherwise, the first tile 
you drop will form the 
third Klax, and you'll 
finish the level before 
you get the big scores! 
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Level Two 

This level is similar to 

Level One, except for the 

addition of more colors, 

which makes the more 

complicated patterns 

next to impossible. Try the Tengen Stax instead. This 
Klaxagram was discovered by the players at Tengen. This 
one is worth more than 200,000 points. 


Level Three 

Your first diagonal 

wave. You should try 

for a Big X. Finish the Bea Qataaal TVVWVV¥ 
level quickly to keep Aaa R aAa [IEEE |AAA| 
the game speed rea- [RRMR|ASA[ AAA] AAA) RB 
sonable. Have you 

been pulling the tiles down the Ramp to save time? If 
not, things are going to be even tougher than usual. 


Level Four. Treat this level the same as Level Two. There are 
more colors, so things will be even more complicated. This is a 
Points Wave, so anything you score over the 10,000 points 
required will be doubled as a bonus. So if you complete the 
Tengen Stax for 200,000 points, you'll receive 390,000 points with 
the bonus! 


Level Five. This level is more survival than points. By now, you 
should be near a million points! Make Vertical Klaxes to get rid 
of the tiles. When you finish this level, warp to Level Eleven. 


Level Eleven 

By doing a Big X, 
you'll warp to Level 
Fifty-Six. Or use the 
pattern shown in the 


diagram to do this. It's 

called the Super Star. You'll need to get a Wild Tile make 
it work. Of course, as we said, you can do a simpler Big 
X. But it's the 90's. And there's time for adventure. 
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Level Fifty-Six. Go for the Super Star again. From here on, 
things will get very fast—almost impossibly so. Go for the 
points! 


SHH... THE SECRETS 


We don't know of any secrets, but here’s something to aim for: 
the highest known score for Level One is close to 720,000 points! 


HIGH SCORE 
5 F 23000 


Sere, 


Making the Tengen Stax. 
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Might and Magic 


Distributor: Electronic Arts 
Game Type: Role-Playing 


WHAT’S GOING ON? 


Might and Magic for Genesis is based on the computer game 
Might and Magic II. It is a very, very large and complex game 
that includes a lot of quests and puzzles, plus more than 250 
different monsters, hundreds of weapons and special items, and 
seemingly thousands of ways to die. In this chapter, we'll give 
you some secret ways to build your characters fast. You'll need 
very powerful adventurers if you hope to solve the mysteries of 
Cron. 

We’ll dispense with the usual format for this chapter in 
order to get right to the good stuff. You’re still going to have to 
figure out most of the game, but we’ll give you some of the most 
important information. 


Warning: Even though we don’t solve all the clues or provide all the 
maps, following these instructions will alter how the game plays. 
That’s because you'll be so powerful by the time you're finished that 
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most encounters will simply be toss-offs. You'll still have to figure out 
a lot of puzzles, and you'll be attacked by massive armies. There's still 
plenty of challenge. But you'll really kick butt most of the time. It’s up 
to you whether to use our tricks or try things the hard way. 


STRATEGY SESSION 


The first thing you'll have to do is create and then build up your 
characters. Choose the following party for the best mixture, but 
remember that you can win this game with any party mix 
(cashews, almonds, peanuts... no, not that kind): Knight, 
Paladin, Robber (or Ninja), Cleric, Archer, Sorcerer. With this 
mix, you have good fighters, two magic users of each kind 
(Cleric and Sorcery), and someone to open the chests so you can 
get the good booty. 

Remember, when you create your characters, you can use 
the Reroll option to get better statistics. Be patient. Eventually, 
you'll get a character with a really good roll. Later in the game, 
there are ways to increase even those stats. 

Once the party is together, you'll need to introduce them 
very carefully to the world. If you take too many chances, you'll 
lose them. So here’s what you can do: 


The First Battle 


When you wake up in the Inn at Middlegate, turn immediately 
to the left and walk to the end of the hall. Turn left again and 
walk through the wall. That’s right, it’s a fake wall. Now turn 
left and walk to the end of the hall. There will always be an 
encounter there. If you beat the enemy creatures, Search for a 
chest, choose Detect Magic, and then have your Robber/Ninja 
disarm any traps. Get anything good, equip any good weapons 
or armor you find, then walk back the way you came and walk 
back to the front desk of the Inn. Just before you turn to face the 
desk, choose the Rest command to recharge all your characters, 
then save the game by staying at the Inn. It’s free. 

Now you must be patient. Repeat this procedure again and 
again until you’ve built up some gold and some experience 
points. Be sure not to run out of food. For only 20 gold, you can 
get the Feeding Frenzy at the tavern just outside the Inn and to 
the left. The Weapon shop is also nearby. 

Along the way, you may get some really useful weapons. 
Watch what happens when you equip new weapons or armor. 
Some of your statistics may change. For instance, a Chance 
Sword increases your Luck. A Quick Katana makes you faster. 
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Other items may have magic spells associated with them if you 
Use them. Also, try the Skeleton Closet nearby to gain more 
gold and experience, but be careful when opening the door. 

When you've built up some good experience points, go to 
Turkov’s Training by exiting the Inn and turning first right, then 
left. It costs gold to train, so be sure to bring all you can. 

Keep up this procedure until your Sorcerer has learned the 
second or third level spells—in particular the Jump and Fly 
spells. Now you're ready to start gaining some real gold, if 
you're patient. If you want to try the next part earlier, that’s all 
right. But you may get killed a few times along the way. 


Lloyd’s Beacon and the Middlegate Dungeon 


Now you're ready to explore outside a little. Just a little, though. 
Go to the city gates (at city coordinates 5, 15) and go out into 
the fresh air. Now you want to walk North along the path, past 
the sign leading to Castle Pinehurst and then one step past the 
sign pointing to Vulcania. Now turn West and walk until you 
see the sign pointing toward Tundara and Woodhaven. Turn 
South, walk four steps, then walk two steps East. Now go North 
until you reach Corak’s Cave. 

Immediately after you enter Corak’s Cave, face South and 
walk two steps. You'll receive the Lloyd’s Beacon spell. Before 
anything else happens, return to the exit and get back to 
Middlegate. If you get lost, cast the Fly spell and fly to area C2. 
The entrance to Middlegate is one step West and one step South 
of where you land. 

Once you have saved your party at the Inn, go to the 
dungeon entrance and try to make it to the coordinates X(1), Y(0) 
in the southwest corner of the dungeon. Follow the path on the 
cavern map to get there safely and use the Jump spell where 
weve indicated it. You can also find the golden goblet for the 
magician at coordinates 0,7. Just before the doorway at 2,1 you'll 
face a group of Carnage Spirits and Zombies. Use a combination 
of the Lightning Bolt spell and the Turn Undead spell to get rid 
of Carnage Spirits. Any that are left should fall before your 
weapons, though some characters may not be able to affect them. 

When you get to 1,0, Search and you'll find 1000 gold (166 
for each party member). Now cast the Lloyd’s Beacon spell and 
set a new beacon. Return the way you came. Be sure to Rest if 
your spell points or hit points are too low. 

Now, save at the Inn, then return and cast Lloyd’s Beacon. 
Choose Teleport to Last and you'll be back at the money. Unless 
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To get to the treasure, follow the path marked with the dotted line. 
Jump at the letter J. You'll have to fight your way past the guardians at 
the doorway before entering the room with the treasure. Get the 
Treasure at the letter X. 


Use a light spell or a torch to read the hints on the walls, and get the 
goblet at the eastern edge of the cavern. 


you already have the Surface spell, you’ll have to return by foot, 
getting by the Carnage Spirits again. Or, when you meet them, 
use the Run option. If it is successful, it will put you back at the 
stairs up. 


Cuisinarts 


Now that you have a sure method of getting money, gather up 
several thousand gold and then go to Edmund’s Expeditions 
and get the Mountaineering skill twice for 4000 gold. You need it 
twice (both with one character, or once each with two 
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characters). Now you can climb directly over most mountains. 
While you're in the neighborhood, visit Otto Mapper, Esq. and 
get the Cartography skill for one of your members. 

After saving the game at the Inn, head to the Poorman’s Portal 
West of the Inn and take the passage to Sansobar. Find Sly’s 
Opportunities at 0,5 and get the Pickpocket skill twice for your 
Robber/ Ninja. It’s more than worth it. Don’t linger there, however, 
but find the Sirocco Portal (check the Portal chart for locations) 
and go to Tundara. Then head out via Polar Passage Portal to 
Vulcania. In Vulcania, visit the Bestway Blacksmith at 15,8 and buy 
two Herbal Patches for each character. They cost 400 each. 


Portal Chart 


Portal Name City To: 
Poorman’s Portal Middlegate Sandsobar 
Portal Dune Sandsobar Middlegate 
Sirocco Portal Sandsobar Tundara 
La Porte Tundara Sandsobar 


Polar Passage Portal Tundara Vulcania 
Vulcanian Transport Vulcania Tundara 
Vulcanian Export Co. Vulcania Atlantium 
Beautify Atlantium Atlantium Vulcania 
The Mystic Portal Atlantium Middlegate 
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Return to Middlegate and save your characters at the inn. 
Or go on to Atlantium and purchase the Thief’s Pick +4 at 4000 
gold each. If you can afford it, your Robber/Ninja will be much 
better at opening chests. If you can equip several of them, he’ll 
become an ace lockpicker. 

After returning to Middlegate and saving, go back outside 
and cast the Fly spell or walk North and take the first turn West. 
In any case, when you see the sign that mentions the Circus, 
walk another 12 steps until you reach B2 1,7. Turn North and 
walk two steps to meet the Cuisinarts. 

These guys will really chop you up, but there’s a way to beat 
them—let them beat themselves! What you do is keep using the 
Herbal Patches or healing spells to restore your unconscious 
characters. Don’t bother trying to attack these things. Just keep 
restoring your characters each round. Eventually, the Cuisinarts 
will frenzy, then die. If you’re lucky, you'll win. If something 
goes wrong with your 
plan, it’s OK. Just try 
again until you "win." 

Why would you 
want to attack some- 
thing so powerful? 
Maybe it’s the ex- 
perience points you 


gain if you survive— 
more than a million of 
them for each char- 
acter!!!! And, if you 
Search and successfully 
open the chest, you'll get 
a rich reward as well. 


Dragons 


Believe it or not, having killed the Cuisinarts and gotten all that 
good stuff, you’re still not going to be the most powerful guys 
around. Cron is full of danger, and you'll need a lot more power 
in several categories. So the next place you may want to visit is 
the cave called Dragon’s Dominion. But first, you'll go on a little 
adventure to the most dangerous area in Cron. 
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Use the Fly spell to 
go to area E2. You'll 
land at a special tree. 
Pick the fruit and all 
your food stores are 
replenished. If you’re 
ever low on food, 
simply Fly here. But 
that’s not why we had 
you Fly here this time. 
You want to get to 11,9 
where there’s an oasis. 
So first turn East and cast a Teleport spell 8 steps in that 
direction. Now you have to be a little lucky. Walk North one 
square and you'll be attacked. Use the Hide spell. If it doesn’t 
work, you may want to use the Time Distortion spell to get back 
to the fruit tree and try again. If you Hide successfully, then 
walk one more step North to the fountain and drink. Set a 
Lloyd’s Beacon here so you can come back. While you're doing 
that, check out your character’s stats! 200 each! Not bad! 

Now use the Fly spell to go to area D1. Getting to the 
Dragon’s Dominion cave is tricky unless you are very powerful. 
There are numerous bandits in the hills waiting to attack you. 
So, we'll use a trick to get around them. Turn North and walk 
one step from the place you landed. Now turn East and walk 
directly through the mountains. Walk 8 steps East, turn North 
and walk 10 steps. Now turn West and walk 1 step; turn North 
and you're there! 

Inside the cave, you'll have to walk very carefully. Some of 
your spells won’t work, but one spell that will is the Jump spell. 
Look on the map we've provided to see where to Jump and where 
to walk. There are three locations of interest. The spot at 0,0 will 
give each party member 10 permanent hit points until they reach 
200. The spot at 11,2 will give each member 25 hit points until they 
reach 65,000! And the spot at 7,14 gives each member 1,000 hit 
points (but only once). The trick is that each location is guarded by 
a dragon or group of dragons. If you use the fountain from E2 
before you come here, you'll be strong enough to beat the 
guardian and get the reward. But remember, the effect of the 
fountain will disappear after the first encounter. So you'll only be 
able to do this once before returning to the fountain. 

The 1,000 hit point location is guarded by the Ancient 
Dragon, a creature of immense power. There’s no way you'll 
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beat it now, so your 

best bet is to try to 

Hide when you meet 
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The area at 11,2 is the best area to recharge after you get the 
1,000 hit point bonus. So you might want to set the Lloyd’s 
Beacon there and continually charge up. Charge up, Rest, then 
Surface (with the Cleric’s spell), return via the beacon, and so 
forth. If you do this, the beacon you set at the fountain will be 
gone, but you can get back there to set a new one if you wish. 


Rounding Out Your Character 


There are still many interesting things to try. If you have lots of 
hit points and the power of the Fountain on your side, you may 
be able to take on the Ancient Dragon. The reward is very 
rich—more than 3 million experience points, 1,666,666 gold each 
and 166 gems each. 

Another place to get lots of points is to win the Black Ticket 
battle in the arena called the Colosseum in Atlantium. You'll win 
a lot of gold and experience. All you need is one Black Ticket for 
each battle. Get them in the weapon shop. With all your new hit 
points you should win, but you can use the fountain again to 
ensure victory. 

Even with all this you may not be powerful enough, so there 
are places where you can enhance your other characteristics. See 
the chart for locations. 

Finally, you can 
search for all the magic 
spells, but there is a 
character in the second 
level of Lord Pea- 
body’s dungeon under 
Castle Pinehurst who 
will sell all spells to all 
party members for a 
paltry one million 
gold. At this point, you 
shouldn’t have trouble 
raising the cash. Hee are ithe locations of the stairs: In Pinehurst 
go to 11,2. On the first level go to 1,2. On the second level go to 
2,1 to buy the magic, but avoid the locations at 4,6; 0,3; and 1,7. 


e There are also ways to change your alignment, sex, or 
age. You can even buy experience points in several 
places. However we'll let you find those on your own. 
At this point you should be ready to take on Cron. Just 
a few more hints... 
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Statistics Enhancement Chart 


Statistic Location Area X,Y 

Accuracy Pinehurst Dungeon A2 14,13* 

Speed Nomad’s Hideaway E3 0,15 

Might Druid’s Point Cavern® C3 1,115 

Intelligence Atlantium Dungeon 11,15 
Personality Ice Cave 15,8 (M); 15,7 (F) 


Endurance Vulcania Dungeon 15,14 
Luck Dawn’s Mist 12,7 


*on Level One 
‘Figure out the password from the stones. Hint: Consider 
the name of the cavern. 


e You need to win the Triple Crown in each color by 
purchasing a ticket and fighting in the arena in each 
town. Buy the different colored keys and use them to 
free the captive Bishops (they’re in the castles). 


e You need Mark’s keys. Find him in the Beggar’s Grove 
in C1. His keys are somewhere in A2. 


e There are many quests to perform. You'll need to visit 
the mysterious Jurors in area D2. 


e Each character class will have to complete a specific 
quest (see chart). 


e There are three Lord’s Quests. We’ll give you some 
help with them: 


e In Lord Slayer’s quest, find the Dragon Lord in area 
D1. The Queen Beetle is in area E2. The Serpent King is 
in area E3. 


e In Lord Hoardall’s quest, the Sword of Valor is in area 
A2. The Sword of Nobility is in area D1. The Sword of 
Honor is in area D4. 


e Lord Haart’s quest takes you through some specialized 
travel that only Lord Peabody can help you with. Once 
you figure out the secret to that, find Spaz Twit in area 
A1; The Long One is in area E2. 
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Character Class Quests 


Quest 
Dread Knight in area B3. 
Defeat the Frost Dragon general in the Forbidden 
Forest Cavern in area C3. 
Shoot Baron Wilfrey in area B2. 

Cleric Reunite Corak’s Soul and Body. Soul is in area C1; 
bring it to Body in Corak’s Cave in area C2. 


Sorcerer Free wizards Yekop and Ybmug (try reading those 
names backwards). Find Yekop in the Tower of 
Mercy in area B4. Ybmug is in the Dark Keep in 
area B3. 

Barbarian Defeat the Barbarian Chieftain in area C4. 

Ninja Kill Dawn in Dawn's Mist Cavern in area D4. 

Robber Accompany one or more others on their quest. 


SUPER SECRETS 
Ten Steps to Might and Magic 


Only read these steps if you are stuck or confused as to how to 
complete the game. 


L, At least one character must be the Chosen One. He or 
she gets to be that way by completing the Black Ticket 
triple crown (winning in each arena on the Black 
Ticket) and by completing the character quest for that 
character class. Then see Queen Lamanda in the Luxus 
Royal palace. 


2. You must visit Lord Peabody. He’ll send you to find 
his pal Sherman. (He’s in area B2.) Hire Sherman at 
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Atlantium after you free him and take him with you to 
Lord Peabody. 


Use the Time Machine to get the four discs from Castle 
Xabran (area C2 14,8) in the 9th century. 


Travel to each Elemental Plane and use the disks to 
free the Talon in each one. 


Find the four computer parts (Todilor, Fluxer, Capitor, 
and Radicon), one each found in the castles in the 10th 
century. 


Take the four computer parts and at least one hireling 
to Dawn’s Mist and get the Orb. There’s a trick here. If 
you can’t figure it out, the hireling can be dismissed. 
Maybe he can take something with him... 


Return to the 9th Century with the Element Orb and 
the four Talons. Give them to King Kalhon so he can 
defeat the Mega Dragon, changing the course of 
history. 

Return to Luxus Royal and talk to King Kalhon there. 
He'll give you the password WAFE and tell you how 
to get to Square Lake. 


In Lake Geometrics Cavern, you have to fight your 
way through seemingly endless battles to get to 
Sheltem. Defeat him and enter the control room. 


Figure out the cryptogram within the time limit to win 
the game and return to the inn to keep exploring if you 
wish. Hint: Be familiar with American history and the 
famous documents used to found our democracy. 


There’s still plenty of Cron to explore, so have fun. 
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Shadow Dancer 


Distributor: Sega 
Game Type: Arcade Action 


WHAT’S GOING ON? 


After defeating the Neo Zeed organization, Joe Musashi’s life 
returned to normal. He went to New York and spent time with 
Kato, a former student of his. After some well-earned rest and 
relaxation, Musashi returned to his homeland. 

Kato heard that a group of men was holding children 
hostage in a local school. He raced to the children’s aid, but was 
severely wounded by the men. Musashi heard of Kato’s injuries 
and raced back to New York. He didn’t make it in time. Kato 
died, and Musashi swore revenge on Kato’s killers. 

Musashi found out who had killed Kato. It was Union 
Lizard, a powerful group of Ninja terrorists. With the help of 
Yamato, Kato’s Shinobi dog, Musashi went after Union Lizard. 
His goal: revenge! 


PLAYERS 
Shadow Dancer is for one player only. 
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SCORING 


Every member of the Union Lizard you waste scores points, as 
does collecting Hostages that the Union Lizard have scattered 
around each Stage. Finally, at the end of each Round, you will 
receive a 10,000 point bonus if you didn’t use your Ninjutsu 
during the Round. 


LIVES AND CONTINUES 


Musashi begins the game with five lives. Every time he is hit by 
an enemy or an enemy’s weapon, he dies. That’s right, one hit 
kills Musashi! The members of Union Lizard are mighty strong! 

If you run out of lives, you can Continue from the beginning 
of the last Stage you reached. You get three Continues. 

If you pass through an . 
entire Round, you get to 
participate in a Bonus 
Stage. The object here is to 
shoot as many attacking 
Ninjas as you can. If you 
do well enough, you can 
earn up to three extra lives! 


CONTROLS 


Move Musashi Pause Jump 


Throw Shuriken 
Use Sabre 
Use Ninjutsu Magic Use Yamato 
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WEAPONS 


Musashi has two weapons, the Shuriken and the Sabre. Musashi 
can throw the Shurikens to hit enemies from long range, while the 
Sabre slashes foes that are within striking distance of Musashi. 

Musashi’s most useful “weapon” is Yamato the Shinobi dog. 
To make him attack, hold down B and watch Yamato’s Attack 
Gauge at the bottom of the screen. When it fills up, let go of the 
button and Yamato will attack! Now move in and attack the 
enemy while Yamato keeps him busy. 


If you send Yamato after an enemy that can defend against him, 
Yamato may be hurt! When Yamato is hurt, he turns into a 
harmless puppy! He won't turn back into his normal self unless 
you use Ninjutsu or rescue a Hostage. 


The Ninjutsu Magic is extremely powerful. There are three 
types of Ninjutsu: the Fire Columns, Tornadoes, and Meteorites. 
Each Magic does the same amount of damage. Ninjutsu is less 
effective against the Aides (Bosses) than it is against the regular 
Lizard thugs. 


SPECIAL ITEMS 


1-Ups and 2-Ups are held by Hostages, or hidden in secret 
places on each level. Use the Shuriken to look around! 

The Power Up Item is held by one of the Hostages on each 
Round. It turns Musashi’s Sabre into a Beam Shot, and 
Musashi can also kick and punch his foes. 


FRIENDS 


Yamato is man’s, and especially Musashi’s, best friend. He’s also 
his only friend! 
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ENEMIES 


The regular enemies are puny, but the toughies are the Aides to 
Sauros, the head of Union Lizard. Each Round has an Aide. 


Stomper is the Aide of Round One. He stomps so hard that 
rubble falls from the sky, and he can also shoot fire at you. 
Mirage is the Aide of Round Two. He disappears and 
reappears in different places on the screen, grabbing at you 
with two huge hands. 

Blade is the Aide of Round Three. She throws cutting 
blades at you, trying to cut you in two! 

The Wheel of Fire is the Aide of Round Four. It spins 
around you, shooting out huge fireballs. 

Sauros isn’t an Aide. He’s the Final Boss of Round Five! 
Defeat him and Union Lizard will cease to be! 


STRATEGY SESSION 


General Strategies 


Even though a single hit kills you, you can still sometimes 
collide with your enemies without getting killed. For example, if 
you jump on top of a gunman, you and he will bounce in 
opposite directions, but neither of you will die. The secret is 
learning when it’s safe to hit an enemy and when it’s not safe! 

Yamato will bark whenever he’s facing an enemy on the 
screen. He may even warn you of an enemy that you can’t see, 
so listen to him! 

The key to getting through this game is building up your 
lives. This means being successful in the Bonus Stages, and 
finding hidden 1-Ups and 2-Ups in the Rounds. The Secrets 
shows the locations of many hidden Items. 

Our walkthrough is for the Level-1 game, with Shurikens 
activated. Most of the strategies presented will still work on 
Level-2 and Level-3. Without Shurikens, however, you'll have to 
get within Sabre range of your enemies until you collect the 
Beam Shot. 


Round One: Burning Downtown 

Stage 1-1 

Start walking to the right. Your first enemy will come onto the 
screen. Throw a few Shurikens to take him out. Now walk until 
you reach the gray bricks. Throw Shuriken to kill the three Thugs 
on the right. Go back onto the bricks and leap up to the ledge. 
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Take out the Thug guarding the 
Hostage and get the Hostage to score 
1,000 points. Nice! Walk slowly to the 
right side of the ledge. A column of fire 
will erupt from the ground! If it hits you, 
you won't die, but you'll be stunned. 
When the fire erupts, turn left and nail 
the Thug coming at you. Now move to 
the right and drop to the ground. 


Duck down behind the 
brick. You'll see a Gunman to 
the right. He fires three 
bullets, ducks down to reload, 
and starts firing again. You 
can either wait until he stands 
up and shoot him with 
Shuriken, or send Yamato 
after him. Make sure you take him out, then leap up to the ledge. 
Whip the two thugs and take the Hostage. Jump back down to 
the ground and squat, then walk to the right while squatting. 

This guy throws 
huge shields. To get 
him, charge up 
Yamato’s Attack Gauge, 
then wait until he 
throws a shield. Let go 
of the button and 
Yamato will attack. 
Stand up and slash the 


Shielder. Pick up the Hostage 
and you'll get the Power Up 
Item! Don’t be careless, though. 
Squat down and sic Yamato on 
the Gunman to the right. 

Jump up to the ledge and 
rescue the Hostage from the 
Gunman. Watch out for the fire 
column just before you reach the 
Hostage. Now you’ve got all the 
Hostages! Move to the right and watch out for the final fire 
column, just to the left of the Exit sign. Go to the right and 
you've finished the first Stage! 
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Stage 1-2 

Move right and keep low. The 
screen will start to shake, and a few 
pieces of rubble will fall from the 
top of the screen. Don’t get hit! 
Attack the Shielder with Yamato 
and waste him, then get the Hostage 
(or you may get the Hostage as you 
jump to attack the Shielder). 

Jump up to the next level and duck instantly. Shoot 
Shuriken to the right to get the Gunman. Collect the Hostage 
and move to the left. Jump up again and duck again. Now that 
you have the Power Up, you can blast the Shielder even if he’s 
shielding himself! Get the third Hostage and jump back down to 
the ground. 

Move right and kill the Gunman. 
When you jump up to get the Hostage, 
the window will smash open and a new 
enemy will pop out! Attack him with a 
jump kick and you should kill him. If 
you don’t have the Power Up, hit the 
ground and slash him with the Sabre. 
Grab the Hostage and move just to the 
right of the bricks. 


Stand here for a 
few moments. The 
ground in front of 
you will crack open! 
Yamato may even 
leap into the chasm, 
but don’t worry; 
after a little while, 
he’ll drop down 
from the top of the 
screen and join you 
again. Jump across 
the crack. 

Shoot your Beam Shot to kill the Shielder to the far right (or 
use Yamato), then jump over the bricks. Shoot the charging 
Thugs and get the Hostage. Who’s that guy above you? He’s the 
Spinner, the same guy who broke out of the window earlier in 
the level. Don’t bother jumping up to attack him. Just go to the 
right and watch out for the falling rubble. 
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Jump over the small crack and walk until you reach a gray 
brick. Duck down and face left to shoot the Thugs. Now face 
right and blast the Shielder, or use Yamato to get him. 

Move directly below the Hostage 
on the ledge above you, then jump 
straight up to get him. Two Spinners 
will smash out of the windows. 
Jump straight down back to the 
street. Grab the last Hostage and nail 
the Spinner that smashes out just 
before the Exit sign. 


Stage 1-3 

You will automatically walk to the right until a huge lightning 
bolt hits the ground. This is the first Aide, Stomper, making 
quite an entrance! Six small Flames will appear below the High 
Score display. This is Stomper’s Strength Gauge. Every time you 
hit him, one of the Flames will disappear. 


Run to the left until you can just see Stomper on the right side 
of the screen. Jump up and fire Shuriken at his blinking face. 
Whenever he jumps up and hits the ground, two groups of rubble 
will fall from the top of the screen. Dodge 
between the two groups. 

Sometimes, instead of stomping, 
Stomper will shoot a a huge fire stream. Duck 
and the stream will pass underneath you. 

If you get Stomper down to one or two 
Flames, and you don’t want to risk dying, 


use your Ninjutsu 
Magic and Stomper 
will lose two Flames, 
killing him. Remem- 
ber that doing this 
costs you 10,000 
bonus points. 
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Keep jumping and attacking, and keep Stomper at a 
distance. When he runs out of Flames, he’s history! 


Bonus Stage 
Tips? Just shoot as fast as you can! Or see The Secrets if you 
want an almost fool-proof way to get a 3-Up! 


Round Two: Battle on the Railway 

Stage 2-1 

Move to the right and blast through the blade of the Super Thug, 
but be ready to turn left to shoot a regular Thug. Jump over the 
crates and your first Ninja foe will 
appear. He’s the Blue Ninja. Duck and 
shoot Shuriken until you hit him. You 
may even knock him off the ledge, 
but he’ll jump back up. Hit him again 
and he’ll be gone. 

Move just to the right of the Shielder on the ledge below 
you, then drop down and slash him before he can react. Get the 
Hostage and move to the right, shooting Thugs, until you reach 
some crates. 

Jump onto the crates and move to the right, but don’t fall off 
the crates. You'll see a Shielder to the right. Let Yamato chew 
into him, then drop off the crates and shoot Shuriken to get him. 
Pick up the Hostage. 

Move above the Hostage below you, then 
jump down and jump right back up again 
before the Shielder can hit you! Now you've got 
the Power Up. Trot to the right and zap Thugs 
until you spot a Hostage above you. Jump up to 
him and slash the Thug, then rescue him and 
drop back down. - - 

A Blue Ninja will appear on the crates, but with the Beam 
Shot, you can zap him instantly. Otherwise, hit him twice. Move 
to the right, over the crates. Duck down so the Shielder can’t hit 
you. Shoot him with the Beam Shot, or use Yamato if you don’t 
have the Beam. Gather the Hostage and jump up to the high 
ledge. 

Shoot to the left to get the Gunman and the Thugs, then 
move to the right until you reach a single crate. A Yellow Ninja 
will appear. Take him out with the Beam Shot (or Shuriken if 
you're Beamless). Finally, have Yamato thrash the Gunman 
guarding the exit. Shoot him and finish the level. 
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Stage 2-2 

Start walking to the right. A huge 
helicopter will fly onto the screen! On 
the harder levels, it shoots at you, but 
on this level, it just flies past. Keep 
moving and two Blue Ninjas will 
appear. Slash them with the Sabre. 
Remember that Blue Ninjas take two 
hits, not just one. 

Duck down and walk right until you see the Shielder. Use 
Yamato to attack him, shoot him with Shuriken, and get the 
Hostage. Move right until a 
Red Ninja appears. He takes 
two hits, like the Blue Ninja. 
Defeat him and align 
yourself with the Hostage on 
the other side of the fence. 
Face left and leap over the 
fence. Duck as soon as you 
land and shoot the two 
Gunmen to the left. 

Jump back over the fence 
and walk to the right. Shoot 
the Thugs and get the 
Hostage between the two 
crates. Two Red Ninjas and a 


Blue Ninja will appear and 
attack! Watch out for the Red 
Ninja’s spin attack. It will leap 
into the air and fly toward 
where you're standing, 
slashing as it spins around. 
Keep on the move and waste 
all the Ninjas before you start 
moving to the right again. 

When you reach the next section of fence, a Blue Ninja will 
appear. Zap him, turn around, and zap the Thug on the left. 
Move below the Hostage behind the fence and jump over the 
fence to get him. Slash the Thug guarding him and walk to the 
right, over the crates. A Red Ninja will appear. Beat both him 
and the Thug, then move above the Hostage being guarded by a 
Shielder. Jump over the fence, facing left, and slash the Shielder 
when you land. Walk to the right and you're out of here! 
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Stage 2-3 
It’s time to face another Aide. This one is called Mirage! 


When Mirage appears, run 
away from him until he’s on 
one side of the screen and 
you're on the other. 


If you stay far enough away from him, his hands will appear, 
but won't reach you. When they fall to the ground, jump up and 
shoot Mirage in the eyes. 


Mirage will disappear and reappear. Run away from him 
again (if he appears near you), and repeat the attack. If you get 
him down to one or two Flames, you may want to use the 
Ninjutsu. Defeat him and it’s on to the second Bonus Stage. 


Round Three: Statue of Liberty 


Stage 3-1 

Walk right and zap three Thugs. Stand on the middle of the pile 
of bricks. This will keep you out of the range of the Gunman. 
Use Yamato to attack, then take out the Gunman. Move to the 
right until you see a Spinner. Turn left and shoot the attacking 
Thugs, then turn right again. 

If you get too close, the Spinner will roll at you, so keep 
your distance and watch him for a moment. You'll notice that he 
pauses every so often before starting his spin again. Attack with 
Yamato so that Yamato gets the Spinner while he’s pausing. If 
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you don’t get the timing right, Yamato won’t turn into a puppy. 
He'll just bounce off, so you can try again. Once Yamato gets the 
Spinner, throw Shuriken to get him. 


Jump onto the ledge 
and fire Shuriken at the 
Shielder’s feet. Duck 
below his shield! Get the 
Hostage and jump up to 
the next level. Jump left, 
over the crate. Two green 
guys will fall down on your right. Turn around and shoot 
rapidly to get them as they try to jump over the crate. 

Move left, shoot the Thug, and leap onto the crate. Use 
Yamato to get the Shielder, ace him, and get the Hostage for the 
Power Up Item! Move left into the middle of the two piles of 
crates. Two Red Ninjas and a Blue Ninja will attack. Shoot and 
slash them, then climb onto the crates on the left and jump up to 
the next level. 

Move left and shoot the Shielder with the Beam (or use 
Yamato and Shurikens). Shoot the two attacking Thugs as you 
get the Hostage, then jump back onto the bricks. Stand on the 
one farthest to the right, and face right. The Gunman to the right 
will probably be shooting at you. Use Yamato to make him stop, 
them pump him with a Shuriken. 


Walk right and use Yamato on the next two Gunmen. Stay 
clear of them until Yamato gets a jawhold. Then walk to the 
right until you see a Spinner on top of a crate. 
If you have the Beam Shot, blast him. There’s 
a 2-Up! Unfortunately, you can’t get it yet. Be 
patient, you'll get it in a moment. 

Move left onto the high stack of blocks 
and jump up to the next level. Defeat the 
enemies as you move to the right. When you 
reach the right side of the ledge, jump down 
and you'll land on the crate, collecting the 2- 
Up! Jump back up and move left. 
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A Red Ninja will appear on the crates. Get him and move 
left. Jump over the hole to get the Hostage. Two Greenies will 
fall down at you. Blast the one on the left. The one on the right 
will fall harmlessly past you. Move back to the right again, 
jumping over the hole. 

Stand on the pile of crates and look for a Shielder above 
you. Line yourself up with his left side, then jump up and slash 
him. Take the final Hostage and start going to the left. A Blue 
Ninja will appear in front of you. Defeat him and go left. Two 
Red Ninjas will appear behind you, but if you keep walking, 
you'll exit the level before they can attack you. 


Stage 3-2 

This is the only Stage where you can get a Shinobi Bonus (see 
the Secrets for details) without putting yourself at any risk. 
You'll be using your Sabre constantly! 

Move to the middle of the ledge and wait for two Blue 
Ninjas to appear and fall down on your right. Slash them both 
and they'll bounce to the right. Move right and slash them both 
a second time. 

Now position yourself 
halfway between the left 
side of the ledge and the 
side of the Statue. A 
Yellow Ninja and a Blue 
Ninja will appear. Slash 
the Yellow Ninja when he 
lands and you’ll knock 


him off the ledge! Now defeat the p FEFFE 
Blue Ninja to your right. While z 
you're fighting, a helicopter will 
fly past you. 

When you get the Ninja, 
move into the middle of the ledge. 
The helicopter will fly onto the 
right side of the screen and start 
firing! Leap over the explosions as 
they move along the ground. 
Don’t worry about hitting the 
helicopter, just dodge the bullets! 

Position yourself just to the left of the Statue. When the Blue 
and Red Ninja appear, slash them. You should knock the Red 
Ninja off the ledge. Attack the Blue Ninja a second time to kill him. 
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Move into the middle of the ledge for the next wave: two 
Yellow Ninjas. Slash them both twice and move back into the 
middle of the screen. 


The next attack wave is the 
hardest. If you’re feeling daring, 
fight the four Red Ninjas. If 
you're not, use the Ninjutsu 
Magic when they all appear. 
Hurry up, because after the Red 
Ninjas, the next attacker is 
another helicopter! Jump over 
the bullets like before. 


There are two more waves of 
attacks after the helicopter: a 
Yellow Ninja and Red Ninja, then 
two red Ninjas. They both appear 
on the right side of the ledge, so 
face in that direction and wait. 
Finally, you'll arrive at Libby’s 
torch. Jump into it and you’ve 
finished the Stage! 


Stage 3-3 
Your fight against Blade takes place in front of the Statue of 
Liberty’s face! Defeat Blade to make her proud! 

When Blade jumps off the top of the screen, start running in 
one direction and keep running, or Blade will land on you. 


When she lands, face her and jump into the air, firing Shurikens. 
Blade will wind up to throw a sawblade. If you hit her as she’s 
throwing, you'll do damage. Sometimes, you may even hit her 
before she releases a blade. 
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When she does throw a blade, stay away from it and wait for it 
to eat into the ledge (causing a trail of sparks) and start rolling. 
Then jump over it as it comes at you. 


Six hits will take out Blade and get you a step closer to 
Sauros—and revenge for Kato! 


Round Four: In the Darkness 

Stage 4-1 

Walk to the right and two Spinners will fall from the sky! Squat and 
use your Sabre to slash them both. Then move to the right. Use 
Yamato to get the Shielder, then toast him with a Shuriken. Jump 
up to the ledge below where the Shielder was standing and duck. 
Use Yamato again, this time to get the Gunman to the right of the 
Hostage. Take him out with Shuriken and collect the Hostage. 

A Red Ninja will also appear; lead him to the left to give 
yourself room to fight. When you beat him, walk to the right 
until you reach a Spinner just above you. Use the Sabre when 
the Spinner starts rolling at you, then jump up onto his ledge. 
Two more Spinners will attack from above, slash them both. 

Jump up to the next ledge and use Yamato to get the 
Gunman, then jump up and throw Shuriken to get him. Jump 
up again and move to the right until a Ninja s on m 
left. At this point, you can - 
move to the left and fight 
the Ninja, then return here 
to take out Shielder. Or 
you can use Ninjutsu to 
wipe out the Ninja, the 
Shielder, and the Gunman 
just below the Shielder. It’s 
up to you. 
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Once you've wiped the three 
villains out and gathered the Hostage, 
move to the right. As you climb down 
these ledges, use Yamato to grab the 
Gunmen, then walk up to them, duck, 
and slash them with the Sabre. 

You'll soon reach a Hostage on a 
small ledge. Jump over to him and get 
the Power Up, then duck and use the 
Beam Shot to nail the Spinner. 
Leap to the right. When you get 
close to the next Hostage, three 
Ninjas will appear above him, but 
two will instantly fall to their 

zs doom. Use the Beam Shot on the 
ee! Yellow Ninja that’s left. 

Jump to the Hostage and the Exit will be in sight. Two Red 
Ninjas will arrive to guard it! If you have the Beam Shot, shoot 
one of them, then jump to the left and attack the other one when 
he lands. If you don’t have the Beam, jump to the right and kick, 
then get to the Exit as fast as you can! 


Stage 4-2 

Move to the right. Shoot the attacking Thugs on both sides. 
When you see the Shielder to the right, don’t panic. Just walk 
right up to him and slash him before he does anything! Then 
turn left to slash the Blue Ninja, and right to slash the Spinner. 
Rapid reflexes are required here! 


Move to the right and use Yamato on 
the Gunman. Drop down and duck, 
shooting the Gunman. Keep shooting to 
get the Shielder behind him. 


Yamato will be barking at something! 
It’s an enemy hiding in the shadows! 
Use Yamato to get the enemy, and 
shoot the darkness Yamato is 
attacking. You'll hit your foe. 
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Use Yamato to get through this section of darkness, and 
collect the two Hostages on the way. You'll finally return to a lit 
section of the Stage, and a Blue Ninja will appear to attack. 
Stand on the ledge above him and slash him as he comes at you. 
Rescue the female Hostage to get the Power Up! 

As soon as you get the Power Up, three Ninjas will attack. 
Stay in the light and use the Beam Shot to get them all. Move to 
the right. Shoot the Shielder with the Beam (or use Yamato and 
Shurikens) and get the last Hostage. Jump up and shoot the 
appearing attackers to the right, then move in that direction. 
Run out the Exit! 


Stage 4-3 
The Wheel of Fire is possibly the easiest 
of all the Aides. Stand in the middle of 
the ledge and let the Wheel spin around 
you. Keep turning to face the Wheel as 
it spins around. When the Wheel stops 
spinning, shoot it in its yellow hub with 
your Shuriken. If you hit it, it will start 
spinning again. 


If you miss the Wheel, it will turn orange. 
Run away from it to dodge all the fireballs it 
shoots. When it’s done shooting, return to the 
middle of the ledge before it starts spinning again. 

If you’re going to get hit by a fireball, but 
you don’t want lose a life, use your Ninjutsu 
Magic. Not only will the fireballs disappear, 
but you will do two Flames worth of Damage to the Wheel! 

Six hits will defeat this Aide, like all the others. It’s time for 
the toughest Round of all! 


Round Five: Union Lizard 

Stage 5-1 í 

This Stage is broken up into six Rooms. Each Room is small, but 
jam-packed with enemies! 


Room 1 (Gunmen) This room is pretty simple. 
Move slowly to the right and use Yamato to 
attack the Gunmen. The trickiest part of the 
Room is the exit. Have Yamato attack the 
Gunman on the left, then leap between the two 
Gunmen and slash them both. 
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Room 2 (Spinners) Slash the single Spinner on the crates and 
move to the right. Two Spinners will fall from the sky; duck 
down and slash them both. Move right and another two will 
appear! This time, you’ll need to turn and slash them one at a 
time. Blast through the next Spinner and stand on the crates to 
the left of the Hostage. 

Three Spinners will fall to the ground. 
Squat and slash as they spin up the crates at 
you. Then Use Yamato to attack the Spinner 
across from you. Shoot him with Shuriken, 
then fall down to get the Hostage. He gives 
you a 1-Up! 

Two more Spinners will fall and attack; 
slash them both and you'll be at the Exit. 
Use Yamato to attack the two Spinners 
guarding the door, or get close to them and 
slash them when they roll at you. 


Room 3 (Greenies) The 
Greenies are weenies; just 
blast them with Shurikens 
as they appear. You should 
have no problems reaching 
the Exit. 


Room 4 (Red, Yellow and Blue Ninjas) Stand on the left side of the 
crates and keep throwing Shurikens. The two Blue Ninjas will walk 
right into them. When both Ninjas are down, move to the right. 

Move next to the stack of 
two crates. When the Red Ninja 
appears on it (and two Yellow 
Ninjas appear to your left), jump 
up and kick the Red Ninja, then 
face left and thrash the Yellow 
guys. Watch out for the Red 
Ninja as it spin-attacks! 

Move right to get the Hostage and ities Red Ninjas will 
appear. Keep slashing and keep moving. Remember, the Ninjas 
spin-attack at the location where you're standing; if you keep 
moving, they'll miss. 

Move right and fight two Reds and a Blue. Move back and 
forth between the two stacks of crates, slashing the Ninjas as 
they land from the spin attacks. 
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When you reach the Exit, three Red 
Ninjas will appear. You can slash 
through them, but it’s safer to just use 
the Ninjutsu Magic. 


Room 5 (Gray Ninjas) The Gray Ninjas take THREE hits to kill. 
They’re tough! Move to the right and use your Sabre to kill the 
first one. Move to the right until two Grays appear. Stay 
between the crates and slash them both as they land from spin 
attacks. Easy, right? Definitely—not! 

Move right again until two more 
Grays appear. Leap to the right and 
jump-kick. Move right until another 
three Grays appear! That’s five Gray 
Ninjas, a few too many to fight and 
survive! Use the Ninjutsu Magic! 

Get onto the three crates, duck, 
and face left. Start shooting 
Shuriken. A single Gray will appear 
to the left. If you keep shooting, he’ll jump into your Shuriken. 
Make sure he’s dead, then move to the right. Three Grays will 
appear to fight you. Slash through them, and try to get to the 
Exit! No use fighting if you can run! 


Room Final Boss Here he is, Sauros! And he’s an ugly dude! See 
The Secrets if you want to know how to beat him, or figure it 
out on your own. It’s going to take quite a few lives, though! 
Good luck! 


SHH... THE SECRETS -erT 


a 
ps 


Defeating Sauros 


First, Sauros will shoot a bolt 
of lightning at the statue to his 
right. A Gray Ninja will appear 
and attack you. Thrash him 
with your weapons. 

Sauros will then zap the 
statue to his left, causing 
another Gray Ninja to appear. 
This one rolls along the ground. 
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Don’t attack him. Instead, jump over him and he'll roll harmlessly 
off the screen! Be sure to pnp over all the spinning Ninjas. 

: Sauros will now strike both 
statues, causing two Ninjas to 
appear! Keep thrashing and 
moving to dodge their spin 
attacks. Finally, Sauros gets 
tired of watching you kill his 
guys and attacks himself! 
Sauros’ head will leave his body, 
and a flurry of fireballs will fall from 
the top of the screen. Stand underneath 
one of the ledges below the statues and 
you'll be safe. If there are any Ninjas on 
the screen when Sauros uses the fireball 
attack, watch out! 


Now you have a few moments to 
attack. Jump up and throw Shurikens at 
the tiny spot on Sauros’ neck before his 
head falls back onto his body. Don’t 
bother trying to use the Ninjutsu Magic; 
Sauros will drop his head back onto his 
body before the Magic can do any more 
than one Flame of damage. Sometimes it 
does no damage at all! 

Keep dealing with the Ninjas, and keep attacking Sauros 
when you can. It will take many attempts, but you'll defeat him! 
And when you beat Sauros and get to watch the reward 
sequence, leave the Genesis on until a message appears below 
the Statue of Liberty... 


Hidden 1-Ups and 2-Ups 
Check out the pictures to find the hidden 1- 
Ups and 2-Ups. There may be more that we 
haven't found yet, so search around! 


Stage 1-1 Stage 1-2 Stage 2-1 
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Stage 2-2 Stage 5-1, Room 3 Stage 5-1, Room 5 


1-Up, 2-Up Or 3-Up In The Bonus Stage 


Move to the far left of the screen 
and fire your stars as fast as you 
can. If you have an Arcade 
Power Stick, turn on the Mega 
HiT oa Fire button for button B and 
hold B down. If you kill 48 
Ninjas, you'll get a 1-Up. 49 gets 
you a 2-Up. All 50 Ninjas earns 
you a 3-Up! 

Some people kill the Ninjas 
by staying about an inch away 
from the right side of the screen 
and firing. It seems that if you 
fire fast enough, you can kill the Ninjas from almost any 
position. We've found that the far left works best, though. 

If you want an easy 1-Up, just don’t throw a single Shuriken 
during the Bonus Stage! 


Level Select 


On the title screen, hold down A, B and C, then press Start. 
You'll see a Stage Practice option on the menu. You can go to 
any level and practice, but you can’t win the game by skipping 
to the last level and defeating the enemies. You have to win the 
hard way, by playing all the way through the game. 


200,000 Point Bonus 


When you are fighting a Boss, attack until it is down to one or 
two Flames. Now dodge its attacks and let the clock count 
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down! When the clock reaches the last second, use your Ninja 
Magic to kill the Boss and earn an amazing 200,000 point bonus! 


50,000 Point Bonus 


If you go through a Stage 
TIME BONUS 11600 without hitting any of your 
ses enemies with Shuriken, using 
your Sabre only, you will 
receive a Shinobi Bonus worth 
50,000 points! 


STAGE 
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CHAPTER 10 


Shining in the 
Darkness 


Distributor: Sega 
Game Type: Role-Playing 


WHAT’S GOING ON? 
LLLLLLLLELIILEL vices 


Oh, it’s you! I’ve been waiting for 
you to reach this chapter for quite 
some time! Sit yourself down in a 
nice, comfortable chair and relax. 
I've got quite a lot to tell you. 
You're the son of Mortred. Yes, 
you! Mortred is a respected fighter 
in the Kingdom of Thornwood. He 
escorted Princess Jessa on a walk 
into the countryside. They’ve been 
missing for almost a day now! 
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You've volunteered to find your 
father and the Princess. 

Oh, the adventures you have in 
store! I can’t tell you everything 
right now, but I'll let you know that 
by the time you’re done, you'll save 
the Kingdom and become the 
ultimate hero. If that’s not inspiring 
enough, read the lyrics of the Song 
of the Shining Knight: 


Blessed by Water Spirit, 
Armed in Light, 
Darkness fears a Shining Knight! 


PLAYERS 


Mortred only had a single son, I’m afraid. Only one person can 
play at a time. 


SCORING 


You only score points in arcade games, and I haven’t been able 
to play one of those in a few hundred years! Growing old isn’t 
good for your reflexes, you know. 

All right, there is one way to keep track of your progress. As 
you wend your way into the quest, you gain experience. When 
you get enough experience, your experience level increases. 
Higher levels of experience make you stronger and more able to 
face the challenges ahead! 

Ah, I remember a second way to measure your progress: 
Gold Pieces. When you defeat monsters or find treasure, you 
gain Gold Pieces. You need Gold Pieces to buy equipment, stay 
at the Tavern, resurrect dead party members... Suffice it to say 
that without Gold Pieces, you won’t make it very far. 


LIVES AND CONTINUES 
You’ve only got one life, son of Mortred. Your strength is 
measured by Hit Points. You lose Hit Points whenever you're hit 
by monsters. Monsters? Why, of course! No adventure is 
complete without monsters to fight! No wimps allowed in this 
game, son of Mortred! 

If you run out of Hit Points, you die. Luckily, Thornwood is 
populated by Valkyries. These Good Samaritans will take your 
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remains to the Shrine, where you can be resurrected and 
continue your adventure. Whenever you are resurrected, you 
lose half of your Gold Pieces. Not a bad price, if you ask me. 


CONTROLS 
Highlight Windows Call Up Windows 
Walk Through Corridors Select Windows 


Back Up 
Cancel Selection 


WEAPONS 


I can’t tell you about weapons yet, son of Mortred. Read the 
Village Guide below to find out more. 


SPECIAL ITEMS 


It’s too early to find out about these! The Village Guide contains 
the answers you seek. 


FRIENDS 

Your quest would be impossible if you were alone. Luckily, you’ve 
got two best friends: Pyra Myst and Milo Brax. They won't be with 
you at the beginning of the 
game. You'll have to make some 
progress before they appear in 
the Village to join you. 

Pyra Myst is a spirited 
young lass who has a mastery of 
Magic. She can only cast a few 
spells at the beginning of the 
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quest, but she’ll learn more spells as she gains experience. 
Unfortunately, Pyra is a weak fighter. 

Milo Brax is a chubby young man 
who can cast Magic and fight very well. 
Like Pyra, he’ll learn more spells as you 
venture deeper into the game. 

There are also many people to talk 
to in the Castle and the Village. Keep 
reading and you'll find out more 
about them. 


ENEMIES 


At the start of the quest, your enemies are fairly weak. As you 
advance into the adventure, they will become stronger, to match 
your own growing strength. I’ll tell you all that you need to 
know about monsters later on. One thing I'll tell you now: the 
leader of the monsters is named Dark Sol! 


STRATEGY SESSION 
The Kingdom of Thornwood 
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The Castle 


The Castle is home of the King and his advisors. You'll meet these 
fine folk in the Castle during your quest. 


The King. He'll do everything in his power 
to rescue his daughter Princess Jessa! 


Melvyl. This magician always seems to 
disappear when Dark Sol appears. Strange, 
don’t you think? 


Princess Jessa. Once you rescue her, she’ll 
` return to her father’s side. 


Theos. He’s the King’s Counsel, and he 
knows much of the history and legend of 
the Labyrinth. 


Tristan. This elder Knight is your father’s 
best friend. 
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Vyrun. He commands the Knights of 
Thornwood, and he doesn’t care for you 
very much! 


Xern. This elder magician taught Melvyl the 
ways of sorcery. 


The Village 


The Village is the location of many important people. 


Exit Weapons Trader Tavern 


Exit 
The Exit leads outside! No 
surprise there! 


Weapons 


The Weapons shop is the place 
to go for blood-spilling items. 
The following items will be on 
sale at the start of the quest. 


Weapon Price Son of Mortred Milo Pyra 
Bronze Knife 100 YES YES YES 
Wooden Club 120 YES YES NO 
Short Sword 200 YES YES YES 
Bronze Saber 300 YES NO YES 
Short Axe 330 NO YES NO 
Sword 750 YES YES NO 
Woodstaff 760 NO YES YES 
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You'll notice that not everyone can use every weapon. You, the 
son of Mortred, can use most any sword or edged weapon. Milo 
can use smaller edged or blunt 
weapons. Pyra can only use weaker 
weapons, which unfortunately tend to 
be more expensive! 

Finally, I’m going to let you in ona 
secret. Take a good look at the shop- 
keeper. Doesn't he look familiar? And 
how about the face on the bag to the left 
of the keeper? If you still can’t place this 
gentleman, take a look at this picture... 

That’s right! It’s Gilius Thunderhead, taking a rest from the 
land of Yuria and coming to Thornwood to ply his wares. 
Perhaps you'll assume his identity the next time you pop 
Golden Axe into your Genesis! 


Armourer Alkemist Shrine 


Trader 


The Trader won’t open 
shop until you have 
completed the Four Trials 
of the Labyrinth. This kind 
fellow sells weapons and 
armor, and he also offers 
two special services. He 
can repair damaged items, 
and he can craft items 
from certain materials. 


Tavern 


There are many people to speak with in the 
Tavern! 


Dai is Dyan’s twin brother. He’s a Knight of 
Baron Vyrun. 
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Dyan is Dai’s twin sister. She loves Dai 
very much! 


Gatt is a mean guy who 
never has anything nice 
to say! 


Gnorn used to work in the Labyrinth—until 
he saw Dark Sol and quit! 


Little Vik appears when 
you ring the bell and 
asks you if you wish to spend the night at 
the Tavern. Doing so costs 10 GP (by 
yourself) or 30 GP (with Milo and Pyra). 
When you wake up in the morning, you'll 
be fully rested and ready for adventure! 


Lupo is a wolfman adventurer who knows 
many things about the Labyrinth. He’ll 
know about certain items that you find on 
your adventure. 


Mr. Brax is Milo’s father. You can see where 
Milo got his stockiness from! 


Mrs. Myst is Pyra’s mother. She won’t 
hesitate to discipline her child! 
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Mrs. Vik is Old Vik’s wife. She’s even nicer 
than Old Vik! 


Old Vik is the owner of the Tavern. He'll 
always have a kind word for you. 


Tack is Gnorn’s drinking buddy! 


Viktor is the foster parent of Dai and Dyan. 
They lost their parents when they were just 
little children, and Viktor has raised them 
ever since. 


Armourer 


The Armourer isn’t just 
an armor salesman. He 
even has a few exotic 
weapons for sale at the 
start of the quest! 


Armor Price Son of Mortred Milo Pyra 
Cotton Robe 80 YES YES YES 
Woven Robe 200 YES YES NO 
Straw Robe 250 NO YES YES 
Fur Robe 450 YES YES NO 
Hemp Robe 700 NO YES YES 
Leather Armor 700 YES YES NO 
Chainmail 1200 YES YES NO 
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Leather Shield 
Bronze Shield 


Helm 

Cloth Hood 
Leather Helm 
Woven Hood 
Fur Hood 
Bronze Helm 
Iron Helm 


Weapon 


Main Gauche 
Madu 


Alkemist 


The Alkemist deals in exotic 
materials and healing ingre- 
dients. If you’re looking for 
something strange, look in 


this shop first! 


Item 

Herb 
Depoison 
Angel Feather 
Wisdom Seed 


Healer Fruit 
Smelling Salts 


Shrine 
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Price 
120 


300 
700 


Son of Mortred Milo Pyra 


YES NO NO 
YES YES NO 
YES YES NO 


Son of Mortred Milo Pyra 


NO YES YES 
YES NO NO 
NO YES YES 
NO YES YES 
YES NO NO 
YES NO NO 
Son of Mortred Milo Pyra 
YES YES NO 
YES YES NO 


Effect 


Restores a limited amount of Hit Points. 
Cures a party member of poisoning. 
Teleports you out of the Labyrinth. 
Shows a map of the explored paths near 
your current location in the Labyrinth. 
Restores a large amount of Hit Points. 
Cures a party member of paralysis. 


The Shrine is a place of healing and a place of saving! When you 
visit the Shrine, the priest will examine your party and tell you 
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how many experience 
points each person needs 
to reach the next level. If a 
party member is dead, the 
priest will offer to resurrect 
that person for a price. 

The priest will also ask 
if you wish to record your 
adventure. Nod your head 
in agreement and the priest 
will save your progress. 
Now you can continue 
your journey or quit the 
adventure and come back 
another time. 


The Labyrinth 


Princess Jessa is inside the Labyrinth, along with your father. To 
find them, you will need to explore the Labyrinth completely! 

The Labyrinth is made up of five floors (called Levels) and 
four Caves. At the start of the quest, you can only journey on the 
first Level. Before you can explore the higher Levels, you have 
to complete the Four Trials. Each of the four Caves—Strength, 
Courage, Truth and Wisdom—is a Trial. 

Nothing is of greater importance than fully exploring each 
Level and each Cave. I’ve had a talented artist here in 
Thornwood draw up maps for you. Some of the important 
locations in each Level are labeled with letters. Refer to the 
legend below each map to learn what the letters indicate! 
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E See a | ee 
ae i m 


LABYRINTH Level 1 


GOLO ANO DERBS AND SALTS TO FINO 
ANO CAVES DOWN EVERY DALL. 
YET ONLY TDE MIGHTY ORB OF TRUTD 
WILL OPEN tbe DEMON WALL! 


A-Herb 

B-Cave of Truth 
C-Cave of Wisdom 
D-Portal to Level 2 

E-100 Gold 
F-Kaisercrab/Royal Tiara 

G-Demon Wall 

H-Bronze Knife 
I-Cave of Courage 
J-Cave of Strength 
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The CAVE OF STRENGTD 


A SWINGING SWORD, A CRACKING WDHIp, 
Tbe DARK EARTD STAINED BLOOD REO. 
STRENGTH 1S THAT WbHicbD SEpaRATes 
Tbe LIVING FROM THe DEAD! 


A-Chestbeak 
B—Wisdom Seed 
C-Shrine of Strength 
D-Depoison 
E-100 Gold 
F-Smelling Salts 
G-Woven Robe 
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SSaoeaata: Bee 


Tbe CAVE OF COURAGE 


TO STANO ALONE WDEN OTHERS bave FLED, 
TO STANO UP COR The people you Love, 
TO STANO IN Tbe face OF JEATH seler, 
TIS TDESE THINGS THAT COURAGE 1S MADE OF. 


A-100 Gold 
B-Angel Feather 
C-Morningstar 
D-Orb of Truth 
E-Demon Staff 
F-Bronze Shield 
G-Shrine of Courage 
H-Healer Fruit 


138 


Shining in the Darkness 


a 
E ESSEE LEL 
SHES’ ANTI 
Banens F 
EHHE HEZEA 
masarn” 


The CAVE OF TRUTD 


LOOKS CAN BE DECEIVING, 
ANO LOOKS caN ALSO KILL. 
WDEN YOU FREE THE PRINCESS JESSA, 
GET READY FOR A TDRILL! 


A-Chainmail 
B-Shrine of Truth 
C-Niche (For False Idol) 
D-Rune Key 
E-Healer Fruit 
F-Jessa (Not!) 
G-False Idol 
H-Wisdom Seed 
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BES BEE ASR 


The CAVE OF WISDOM 


A TRIGGER CONCEALED, A DANGER REVEALED, 
A OROP TDROUGD A DLOOEN TRAP DOOR. 
SEARCD AROUND TO FINO THE Maps 
THAT WILL DELP YOU TO safely EXPLORE! 


A-Mithril Ore 
B-Map 2 
C-Shrine of Wisdom 
D-Flail 
E-Map 1 
F-Battle Axe 
G-Herb-Water 
H-Dai (Dyan's Brother) 
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LABYRINTD LeveL 2 


EVERY STEP YOU Take, 
EVERY MONSTER DESTROYED, 
TDE PRINCESS MOVES CLOSER TO FREEDOM, 
Tbe DARKNESS GROWS EVER ANNOYED. 


A-Magic Hood 
B-Firestaff 
C-Portal to Level 1 
D-Mithril Ore 
E-Great Axe 
F-500 Gold 
G-Sun Armor 
H-Barrier Ring 
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LABYRINTÞD Level 3 


MYSTIC ROPE, MITDRIL ORE, 
TWO ARMS OF LIGDT TO FINO. 
YOUR ENEMIES WILL STRIKE witb FORCE, 
YOU MUST RESPOND IN KINO! 


A-Light Shield 
B-Lighthelm 
C—Demon Wall 
D-Icestaff 
E-500 Gold 
F—-Gold Fountain 
G-Mithril Ore 
H-Mystic Rope 
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LABYRINTD LeveL 4 


PRINCESS JESSA CAPTIVE IN A CAGE, 
Aa DARK KNIGDT GUAROS THe Key. 
ONLY 1N Victory WILL you DISCOVER 
wbo tbe DARK KNIGDT could ge! 


A-Light Blade 
B-Elven Hood 
C-Gold Fountain 
D-Cell Key 
E-Dark Knight 
F-Princess Jessa 
G-Steelwhip 
H-Frost Armor 
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LABYRINTD Level 5 


tbe BLESSING OF TDE FOUNTAIN FAIRY 
WILL GIVE YOU THE STRENGTD OF LIGHT. 
DESTROY THE DARKNESS WITH YOUR POWER 
FOR YOU ARE THE SDINING KNIGDT! 


A-Light Armor 
B-Mithril Ore 
C-Dark Sol 
D-2000 Gold 
E-Miracle Herb 
F-Fairy Fountain 
G-Magic Robe 
H-Magic Ring 
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A warning to you before you begin using these maps. Your 
adventuring ability is directly related to how long you explore 
each Level, and how many monsters you defeat in combat. If 
you use these maps to go directly to each important location, 
you will leave yourself weak. As the adventure progresses, 
you'll find yourself dying more and more often because your 
Levels aren't high enough. 

What I recommend you do is to fully explore every square 
of every Level. Use the maps as tools of navigation. I’ve left out 
some items on the maps to make your exploration more 
interesting. Remember, if you explore thoroughly and build 
your experience, you'll save yourself from dying a thousand 
deaths later in the quest! 


Magic Spells 

There’s nothing like a powerful spell to make your enemies 
cower with fear! Unfortunately, you wouldn’t know, because 
you can’t cast any spells! Milo and Pyra can, however. They will 
each know many spells by the end of the quest. 


Attack Spell: Blast 
Strength Levels: 4 
Effect: Streaking comets destroy your foes! 


Attack Spell: Blaze 
Strength Levels: 4 
Effect: Toast the tootsies of attackers! 


Attack Spell: Bolt 
Strength Levels: 4 
Effect: Lightning from the sky. 
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Spell 


Boost 


Desoul 


Dispel 
Muddle 
Quick 


Sleep 


Slow 
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Strength 
Levels 


2 


Attack Spell: Burst 
Strength Levels: 4 
Effect: Multiple explosions lower the “boom!” 


Attack Spell: Freeze 
Strength Levels: 4 
Effect: Chills out your enemies. 


Effect 
Pump up your Attack Strength. 


Sucks the life 
force from an 
enemy, killing 
him instantly. 


Prevents enemies from casting spells. 


Confuses your enemies. 
Increases Speed and Defense Factors. 


Causes enemies 
to catch some Z’s 
during battle! 


Reduces the Speed and Defense 
Factors of enemies. 
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Spell 
Detox 


Heal 
Revive 


Auxiliary 
Spell 
Egress 


Peace 


View 


Vision 


Milo’s Spells 


Shining in the Darkness 


Strength 
Levels 
2 
4 
2 
Strength 
Levels 
1 
1 
1 
1 


Attack: Blast, Burst 
Secondary: Desoul, Dispel, Quick 
Healing: Detox, Heal, Revive 
Auxiliary: Vision 


Effect 

Cures a party member of 
poisoning. Level 2 Detox also 
cures paralysis. 

Heals party members. 


Resurrects a dead party member. 


Effect 


Teleports the party out of 
the Labyrinth. 


Prevents creatures from 
attacking for a short time. This 
spell won’t work in areas that 
you haven’t previously 
explored, or areas where 

the monsters are too powerful. 


Shows a map of the explored paths 
near your current location in the 
Labyrinth. 


Allows you to determine the 
characteristics and use of any 
object that you find. 
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Pyra’s Spells 

Attack: Blaze, Bolt, Freeze 

Secondary: Boost, Muddle, Sleep, Slow 
Healing: Heal 

Auxiliary: Egress, Peace, View 


Monsters 


The Labyrinth is home to 
many foul specimens. 
These monsters attack 
singly and in groups. Some 
of them can even use magic 
against you! Every combat 
is different, but there are a 
few strategies that work 
with great success. 

Concentrate on the 
most powerful monsters. 
Sometimes, two different types of creatures will attack, one 
being more powerful than the other. Attack and destroy the 
stronger beast, then wipe out his lesser comrade. This rule 
especially applies to magic-using creatures. They should receive 
the highest priority during combat. 

Don’t use attack spells too much at the start of the quest. The 
less powerful creatures can usually be defeated in hand-to-hand 
combat. As you advance into the higher levels of the Labyrinth, 
the creatures will become more powerful, and more resistant to 
weapons. Around Level 3, you should start to use attack spells 
with much greater frequency. One excellent spell combination is 
to have Pyra cast a Blaze spell, and Milo cast a Blast spell. The 
Blaze will weaken your foes, and the Blast will kill them. 

Each character has certain traits in combat. Pyra will strike 
first, but her attack is weak. Milo will attack second, with an 
average attack. You’re slow, so your attack will be last to strike, 
but it will also be the most powerful. In fact, your attack is about 
as strong as the attacks of Milo and Pyra combined! An excellent 
strategy, then, is to team up Milo and Pyra on one monster while 
you take on the other alone. 


Shining Success: A Guide To The Quest 


The element of surprise, son of Mortred, is what makes an 
adventure game an “adventure!” If you knew everything that 
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was going to happen, where would the fun be? I will share some 
of my knowledge, however. It should be enough to keep you on 
the right path. I have also taken the time to answer some 
questions that you'll have during the quest. 

Keep returning to the Castle and the Tavern often, and keep 
talking to everyone. As you progress, these people will have 
new and very important things to say. Don’t miss out on an 
important clue! 


Equipping Yourself 

Use the 200 GP that the Minister gives you to buy a Short Sword 
at the Weapon shop. Then sell off the Bronze Knife and use the 
Gold to buy Herbs at the Alkemist. The Short Sword gives you 
much-needed attack strength, while the Herbs will allow you to 
heal yourself as you explore! 


The Royal Tiara 


Before you can begin the 

Four Trials, find the 

Royal Tiara. It’s guarded 

by a creature called the 

Kaisercrab. Take the 

Tiara back to the Castle 
to get the Dwarf’s Key, = 
which you need to open 

the door to the Cave of 

Strength. 


The Cave of Strength 
a ae ee ae To pass this Trial, along 
with the others, all you 
have to do is find the 
Shrine. Once you pass 
through the Shrine, 
you have passed the 
Trial! Of course, you 
should fully explore 
each Cave to find treas- 
ure chests and build up 
your experience. 
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The Cave of Courage 


Find the Orb of Truth in this Cave. It will provide you with 
passage to the Cave of Truth. 


The Cave of Truth 


Jessa is not really Jessa, 
but you have to find 
out the hard way. Find 
the False Idol and 
place it into the niche 
near Jessa’s prison to 
open the gate. Then 


fight the Doppler that 
was posing as Jessa! 
You'll find the Rune Key 
in the corridor behind the 
Doppler, and you need 
this key to reach the Cave 
of Wisdom. 


The Cave of Wisdom 


Dai is in this Cave! Look in an area near a long corridor of one- 
way doors to find him. He'll join your party, but you should 
take him back to the Castle as soon as you can. 

This Cave is 
filled with hidden 
pits that drop you 
down into dungeons! 
You can escape the 
dungeons easily; just 
look for stairs lead- 
ing back up to the 
Cave. Find the Maps 
and you'll know 
where the pits are 
located, so you can 
avoid them! 
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The Parents 


When you've completed the 

Four Trials and visit the 

Tavern, Pyra’s mother and 

Milo’s father will be there. 

Mrs. Myst will become quite 
x st upset and start spanking poor 
Pyra! Say Yes when Mrs. Myst 
L asks you her question. 


The Trader 

The Trader opens shop once you complete the Trials. He can 
create custom-built weapons from certain substances. Use the 
Mithril Ore to create weapons. Don’t use the Dark Block to make 
an item, and don’t equip Dark items. These items are cursed! 


Labyrinth Level 3 


Once you've reached Level 3, 
return to the Castle and talk to 
Xern. His Medallion is ex- 
tremely useful. Look for the 
first Gold Fountain near the 


stairs to Level 3. Also visit the 
Tavern to meet with Melvyl, 
who’s really Dark Sol! 

There are two Arms of 
Light on this Level, the 
Lighthelm and the Light Shield. 


Labyrinth Level 4 


The real Jessa is on this Level. Fight 
your way past the Dark Knight to 
find the Cell Key that unlocks Jessa’s 
cell. You’ll be shocked at who the 
Dark Knight really is! 

The third Arm of Light, the 
Light Blade, is found on this Level. 
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Labyrinth Level 5 


Find the Light Armor AS 
and return to the Castle (Fides 


to get the Vial of Tears. 
Journey to the Faerie 
Fountain on Level 5 
and use the Vial of 
Tears to talk to the 
Faerie. Then journey to 
Dark Sol’s chamber for 
the final battle! 


Dark Sol 


Use the Quick and Boost spells 
to make your party strong. 
You'll need everything you’ve 
got against Dark Sol! 


Dark Sol has two forms. 
When you defeat the first form, 
he’ll transform into the second. 
Defeat this second form before 
your party is destroyed! Then 
return to the Village and talk to 
everyone. Finally, go to the Castle. Talk to everyone, saving the 
King for last. Once you talk to the King, you’ll receive the 
acclaim you deserve! 


SHH... THE SECRETS 
Questions and Answers 


Where is the Demon Wall 
that Lupo talks about? as 

Try the end of the eS" 1 
corridor just north of the 
entrance to the Labyrinth. 
The wall should be glowing. 
Use the Orb of Truth and 
fight the Grimwall! 
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What should I make out of the Mithril Ore? 

Use the Ore to create weapons for everyone. Pyra will geta 
Mithril Whip, Milo will get a Mithril ae and ge will receive a 
Mithril Sword. These weapons ggeez = 
are extremely powerful! 

What are the square objects 
on the ground? 

These are fountains. Most 
fountains are useless, but the 
Gold Fountains can be used 
with the Medallion. 


What are the green squares 
that cause the screen to warp 
when I walk over them? 

These squares suck Magic 
Points away from Milo and 
Pyra. Every step you take 
drains one Magic Point. 


How can I open the gates? 
Use any Key you have in your possession (Dwarf’s Key, 
Rune Key or Cell Key). 
How do I get the Vial of Tears? 
Collect all the Arms of Light, then visit Jessa in the Castle. 
She'll cry, and Theos will gather her tears. Take the Vial from 
Theos. 


Well, that’s it. I hope you 
have fun on your quest! I’m 
going back to sleep... 
ZZZZZZZZZZ... 
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688 Attack Sub 


Distributor: Sega 
Game Type: Simulation 


WHAT’S GOING ON? 


“Sonar room reports a 
contact, bearing 270 
degrees. Sounds like a 
Soviet sub, Alfa class. 
What should we do?” 

The crew gazes at 
you intently, but 
you’re cool. You’ve 
been in situations like 
this before, and you'll 
be in them again. 
Your orders roll off 
your tongue in rapid 
succession. 

“Navigation, change course to face the contact directly. 
Weapons Control, arm four torpedoes and load up the tubes. 
Sub Control, dive to 750 feet. Get us under that thermal layer 
and Ivan won’t see us coming.” 
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The crew works like a well-oiled machine. In minutes, you’re 
behind the Alfa, hiding in its baffles. You smile for just a moment. 

“Weapons Control, fire torpedoes... NOW!!!” 

Four Mark 48 ADCAP torpedoes launch forward, locking 
onto the Alfa as soon as they leave the tubes. The Alfa starts to 
panic, dropping noisemakers like they were going out of style, 
but it’s no use. The Mark 48s contact with devastating results. 
One Russkie down, hundreds more to go... 


PLAYERS 
688 Attack Sub is for one player only. 


SCORING 
There are ten different missions to tackle in 688 Attack Sub. Each 
mission puts you in control of the USS Los Angeles (688 Class 
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submarine), USS Dallas (700 Class submarine), or the Alfa, the 
pride of the Soviet Navy. If you complete your mission objective, 
you earn yourself and your crew a long vacation. Fail and you'll 
receive the wrath of your commander! 


LIVES AND CONTINUES 

Sorry, not even today’s technology can resurrect a submarine. If 
the submarine is destroyed, you lose. There are no continues, 
since each mission has a time limit. You have to complete the 
mission before your time runs out. 


155 


Sega Genesis Secrets 2 


CONTROLS 


Move Cursor Pause Jump To 


New Station 


Select Options 
Initiate Orders 


WEAPONS 


Modern-day submarines are teeming with the latest in 
destructive gadgetry. The American and Soviet navies have 
different arsenals. 


U.S. Weapons 


Mark 48 ADCAP Torpedo 

ADCAP stands for Advanced Capabilities, and it shows. 
The Mark 48 can outrun even the speediest Soviet subs, moving 
at 52.5 knots, and it delivers a 267 kilogram warhead. 


Harpoon Submarine-Launched Cruise Missile 
The Harpoon can’t be launched unless you’re at periscope 
depth and have a positive ID of your target. Once it leaves the 
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submarine, the Harpoon flies along at Mach 0.9, crashing into its 
target with a 570-pound warhead! 


Sea Lance ASW Stand-Off Weapon 

The Sea Lance is a hybrid missile/torpedo. When launched, 
the Sea Lance flies out of the water to the area of the enemy sub. 
When it re-enters the water, it becomes a torpedo, tracking 
down and destroying the target. The Sea Lance’s speed and 
warhead size are classified! 


Soviet Weapons 


Type 53 Torpedo 

This torpedo is the standard caliber of the Soviet fleet. It’s a 
bit slower than the Mark 48, moving at 47.5 knots, but it packs a 
bigger punch with its 400 kilogram warhead. 


SPECIAL ITEMS 


When your submarine is being pursued by a torpedo, you can 
drop noisemakers. These devices are made to confuse torpedoes, 
making them lose track of the sub they’re chasing. 


FRIENDS OR ENEMIES? 


Each scenario has both friendly and enemy ships and subs. To 
distinguish them, you have to analyze their sounds in the Sonar 
Room. Each ship or sub has a distinctive sound. Through 
experience, you'll being to recognize the sound patterns. 


STRATEGY SESSION 


General Strategies 
RUN SILENT, RUN DEEP 


Your submarine makes more noise at higher speeds, but it also 
makes more noise if you accelerate too fast. You'll make more 
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See noise going from 1/3 to 
SUE SE FULL than you do 
going from 1/3 to 2/3. 
When you accelerate, 
do so gradually. If you 
want to go from zero to 
STD, for example, set 
your speed on 1/3, 
wait for the submarine 
to reach 8.4 knots, then 
set speed to 2/3, and so 
aoe seg on until you’re at STD. 

The exact opposite 
applies when you’re slowing down. Decrease your speed no 
matter how fast you're going. This is a good tactic for evading 
enemy subs. Cut the engines and coast. Your enemy will lose 
contact on you, and you're moving as silently as possible. 

You should never make attacks at full speed. Use the “sprint 
and drift” tactic. Travel deep and fast into your attack area, then 
cut the engines and drift, climbing up to your targets. Once 
you're in attack range, keep the engines at 2/3 speed or less, and 
stay underneath a thermal layer or two. 


DETECTING 
THE ENEMY 


Submarines can’t see 
directly behind them- 
selves because of the 
“baffles,” or the rip- 
ples coming from the 
sub’s rotor blades. 
Subs have the best 
chance of seeing some- 
thing when they’re 
facing it directly, since 
the strongest sensors 
are placed in the nose 
of the sub. “Clear your 
baffles” by rotating 180 
degrees and waiting 
for a few seconds. If 
something is near you, 
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you should at least get a contact (an X) on it. You should clear 
your baffles every so often when heading for a faraway area. 

The Sonar Analyzer is one of the most important tools in the 
game. You don’t need to wait for a positive ID on targets, and 
you don’t need to ping and give away your position. Just 
analyze each contact and note where it “peaks.” Then compare it 
to these Signature Charts. We’ve indicated which bars “peak” 
for each vessel’s signature. 


OMAE GHP / SOMAR DHF = 
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Cargo Ship Charlie SSGN 
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Forrest Sherman DD Foxtrot SS 
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Iowa BB Kara CG 


Los Angeles SSN Merchant Ship 
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If you don’t have an exact placement on a target, you can 
estimate how far away it is. If the target’s bearing is changing 
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quickly, it’s nearby. If the bearing is staying about the same, it’s 
far away. The only time this doesn’t apply is when you and the 
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target are pointing at each other or headed the same way (which 
makes your bearing zero degrees). 


SEEK AND DESTROY 


During close-range submarine duels, it’s easy to lose track of the 
enemy sub. One clever tactic is to fire a torpedo at the sub, then 
target the torpedo and watch where it goes. If the torpedo 
doesn’t ping, and stays at roughly the same speed, it’s tracking 
the enemy sub. It goes without saying that you shouldn’t try 
this when friendly ships are in the area, unless you really want 
to sink them! 

Against surface targets, stay deep and fire torpedoes, 
placing them in a search pattern. If the torpedoes detect ships, 
they should target them and head for the surface. Target the 
torpedoes and you'll know the heading of the ships. 

When you use the Active Sonar, ping twice in a row to 
detect everything nearby. If you ping only once, you won’t see 
everything. If you ping more than twice, you're giving away 
your position. 


TORPEDO TACTICS 


You’ve been found by a torpedo. Now what? Things don’t look 
good; torpedoes can outrun you and outmaneuver you. You've 
got to outthink the torpedo. 

Target the approaching torpedo and wait for it to reach your 
depth. Its course should remain constant, and its speed may 
increase as it tracks you down. Release a noisemaker and cut the 
engines. Increase or decrease your depth and change your 
course. If the noisemaker worked, the torpedo should remain on 
the same course, at the same depth. Remember to wait until the 
torpedo is actually homing in on you. If the torpedo is still 
pinging, it won’t be fooled. 

Or try this tactic for kicks. Dive as deeply as you can. Let the 
torpedo dive down to you. Drop a noisemaker, cut the engines, 
and climb back toward the surface, crossing as many thermal 
layers as you can. 

A third tactic is to lead the torpedo toward the surface, 
where it may lock onto surface ships. This is the riskiest 
maneuver, so don’t try it unless you’re really desperate. 

When torpedoes are in the water, set the Map Display to a 
high Zoom Level (1 or 2), and set Time Projection to 1. This 
allows you to keep a close eye on the torpedoes, while seeing 
the course marker for your sub. 
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MISSION STRATEGIES 


Each mission has a few different starting points. In other words, 
where you begin the game in one mission may not be where you 
start the next time you try that mission. We’ll give you general 
strategies that apply to all the starting points. You’ll have to 
adjust them to suit your situation. But then, that’s what a 
submarine commander does, isn’t it? 


Torpex ‘89 


688 Strategy 

They don’t get any easier than this, Captain. Set your engine to 
2/3, let out the Towed Array, and chase down the Sherman 
Class Destroyers. Two Mark 48s will sink each ship. The last 
Sherman may try to run away across shallow water, so be 
careful not to ground yourself! 


700 Strategy 

We'll break our own rule and, just this once, give you winning 
strategies for both of the possible starting positions. Check our 
pictures to see which position you're in. 

Position One: 
The computer will 
pick off a Sherman 
with a missile 
right at the start of 
the mission, leav- 
: ing you to destroy 
E l ‘| three of the four 

7 remaining Sher- 
: ie mans to win the 

: a competition. Turn 
Southeast and find 
the two Shermans 
steaming up the 
channel. Since they’re headed toward you, launch two torpe- 
does at each of them. They'll run smack into the Mark 48s! 

Turn around and head Northwest. Kick the Dallas into 
Flank speed. You have to outrun the Los Angeles to be the first 
to get the two Shermans to the Northwest. 

Once you get within five miles, launch two torps at each 
Sherman. That gives you four kills to the Los Angeles’ one, a 
crushing victory! 


165 


Sega Genesis Secrets 2 


Position Two: The Los Angeles starts Northeast of you. Start 
going due North. You'll pick up a single Sherman at a range of 
over ten nautical 
miles. Don’t waste 
time getting into 
torpedo range. Just 
launch a Harpoon 
at the Sherman 
and head North- 
west at 2/3 speed. 

Turn around 
the island and start 
heading Southeast. 
While the Los 

=== Angeles picks on 
two Shermans to your Nerhwests you vl have two Shermans of 
your own due South. Once they're within about eight miles or 
so, shoot two torpedoes at each of them. You'll score three 
Shermans to the Los Angeles’ two. 


Shake ‘Em 


688 Strategy 

Alternate between periods of running and periods of turning 
and evading. Accelerate for a minute or two (no more than 2/3 
speed), then kill the engines and make a drastic heading change. 
Stay in deep water to bury yourself under as many thermal 
layers as possible. You should always be at least 700 feet under. 


Alfa Strategy 

The 688 will try the “sprint and drift” tactic, accelerating away 
from you and then cutting the engines to make you lose sonar 
contact. Keep a close eye on the 688. Match its speed and 
especially its depth, so as not to lose it under a thermal layer. 
Stay close—five nautical miles or less. 

When the 688 cuts engines and you lose sonar contact, use 
the Active Sonar to pick it back up. The 688 may take this ping 
the wrong way and shoot torpedoes. If this happens, drop a 
noisemaker and dive. 


Sub Ops 

Alfa Strategy 

Your mission here is to detect and chase off one Trafalgar Class 
submarine. At the start of the mission, turn rapidly until you 
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pick up the Trafalgar. Keep its bearing at zero degrees, dive to 
150 feet and accelerate to 25%. 

Stay behind the Trafalgar and keep it at zero degrees. You'll 
eventually turn onto its course. Once you're in its baffles, 
increase to 75%. Once you get within two miles, cut power to 
50%. Then, when you’re under a mile away, start pinging! 
Follow the Trafalgar as it breaks. It will accelerate to FLANK 
speed, so stay with it and ping it continuously. 


Mumar Cadaver 

688 Strategy 

Deploy the Towed Array and turn slowly to the right to pick up 
two tankers. There will be two more tankers roughly ten miles 
southwest of your starting position. Go after the two tankers 
near the open sea first. 

When you get within eight miles, fire two torpedoes at each 
tanker, then dive to about 300 feet and turn east. You'll probably 
detect enemy torpedoes at this point, launched from Foxtrots 
guarding the tankers. Avoid the torpedoes and get rid of the 
Foxtrots before you resume attacking the tankers. If you run out 
of torps, use Harpoon missiles to waste the last few tankers. 


Escape 

688 Strategy 

Hit 1/3 power and set a waypoint on the deepest point of the Strait 

of Gibraltar. Let out the towed array to give yourself extra hearing 

ability. After about ten minutes, increase speed to 2/3. Clear your 

baffles when you reach the waypoint and dive to about 700 feet. 
From here, you'll have to get past at least four Soviet 

submarines. Stay deep and stay quiet, clearing your baffles often 

to make sure no one’s on you. Once you reach the Strait, use the 

contour map to navigate through the underwater canyon. 


Alfa Strategy 

The 688 will be below at least one thermal layer at the start, so 
dive and listen until you pick it up. Then track it and stay close. 
If you lose it (and you will), use Active Sonar to find it again. It 
may launch torpedoes, so be alert. 


Goulash 

688 Strategy 

Divert the Soviet submarines before they get close. At the start of the 
mission, drop below a thermal layer and sprint to the east. When you 
get near the coast, cut the engines and climb to periscope depth. You'll 
pick up several Russian warships. Dive back down and hit STD speed. 
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Close in on the warships, climb to 150 feet, and ping. Get 
ready for a barrage of torpedoes! Shake them if you can, then 
dive to the ocean floor and stay silent. Let the warships pass 
harmlessly over you, then rise to periscope depth. Plug the 
Kirov warship with four torpedoes, then use Harpoons on the 
Slava warship. 

You've got one more threat to eliminate, an Alfa Class sub. Look to 
the east and you should spot him. He'll fire four torpedoes at you, so be 
ready to drop a noisemaker and dive. When the torps pass over you, 
accelerate toward the Alfa at 1/3 speed and pump him with four 
torpedoes once he’s within three miles of you. 


Catwalk 


688 Strategy 

You're looking for a Typhoon Class submarine. It will have an 
Alfa escort. Your best strategy is to zoom around the bend and 
cut the engines, lying in wait to ambush the Typhoon. Hug the 
bottom (you should be at least 950 feet down) and wait for the 
Alfa to pass over you. When the Typhoon gets close, fire away 
with four torpedoes. If the torpedoes miss, be ready to fire 
another volley before the Alfa wakes up and nails you. 


Alfa Strategy 

Stay at about 550 feet and search the waters ahead of the 
Typhoon. Set a few waypoints and work your way up to 100% 
speed. Once you reach the bend, ping twice to pick up the 688. 
Then track him down and ping again to get him solidly targeted. 
When he fires torpedoes, drop a noisemaker and rise to 80 feet. 
When the torpedoes climb up to match your depth, drop another 
noisemaker and dive again. You should lose the torpedoes. Now 
you can destroy the capitalist sub at your leisure. 


Surprise Party 

688 Strategy 

You'll find an Alfa northwest of the surface group. Use Active 
Sonar to locate him, then head straight for him at STD speed. 
He'll probably get shots off at the surface group, but that’s okay. 
When you get within five miles, cut to 2/3 and deploy the 
towed array. The Alfa will dive deep, so match its depth and 
ping to track it. Once you get within two miles, fire four 
torpedoes. They should take the Alfa out. 


Alfa Strategy 
Approach the fleet at about 1000 feet down and 50% speed. When you 
start getting pinged, drop to 25% speed. The fleet of five ships is being 
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guarded by a single 688. Fire two torps each at the Nimitz and OHP at 
the front of the fleet. The 688 will wake up and start coming at you. 
Deploy the towed array and ping if you lose him. Once he’s within four 
miles, let loose with two torpedoes. If they don’t destroy the 688, fire one 
more to finish the job. 

The fleet isn’t totally defenseless, so be careful. Try to 
eliminate the Kidd missile destroyer, then pick off the other 
ships one by one. 


Homecoming 


688 Strategy 
Launch some Sea Lances at the Oscar Class sub west of your starting 
position, then shoot some more at the Alfa northwest of you. While 
they’re busy trying to survive, head for the Oscar at FLANK speed. 
Follow it as it dives deep. If you start to confuse it with all the torpedoes 
in the water, toggle the high pass filter on and off. The Oscar will be the 
only contact that disappears when you toggle it on. 

The Alfa will charge in on you, so take it out as it approaches. 
If the Oscar is still around, destroy him to finish the mission. 


Alfa Strategy 
Chase the 688 right away. It will take out the Oscar submarine, 
but you should be able to get revenge by hitting it with three or 
four torpedoes. 

With the 688 gone, take out the fleet. Maneuver yourself to 
keep the fleet between you and the escorting frigates. The 
frigates won't be able to shoot at you through their own ships! 


Hit and Run 


688 Strategy 

There are six ships and one sub between you and Copenhagen. As 
soon as you launch the Tomahawks, dive deep and start running 
toward Copenhagen at FULL speed. Get as deep as you can. 

After about 25 minutes, you should contact the Akula. Keep 
an eye on it. As you pass through the channel, shoot two or 
three torpedoes at any nearby Soviet ships. This will draw some 
enemy missile fire, but this IS war, after all! 

If the Akula starts to pursue, feed it two or three torpedoes. 
When you run out of weapons, or are just in too much trouble, 
make the final sprint to Copenhagen. 


SHH... THE SECRETS 


There aren’t any secrets in this game. Just practice each mission 
over and over until you’ve got it mastered. Good luck! 
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Sonic the 
Hedgehog 


Distributor: Sega 
Game Type: Arcade Action 


WHAT’S GOING ON? 


You thought cheetahs were fast? No way! Jet planes? Dream on! 
There’s a new definition for speed, and his name is Sonic the 
Hedgehog! This cool hog with the spiky hairdo runs rings 
around everything in sight. 

The evil Dr. Ivo Robotnik has captured Sonic’s wildlife pals 
and is turning them into evil robotic contraptions! Sonic is 
going to free his buddies with his blazing speed and his Super 
Sonic Spin Attack. Watch out, Dr. Robotnik—Sonic’s coming 
for you! 


PLAYERS 
Sonic the Hedgehog is for one player only. 
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SCORING 

Each stage of the game is called a Zone, and each Zone is broken 
down into three Acts. During an Act, you score 100 points for 
defeating an enemy. At the end of an Act, you get two Bonuses: 
the Time Bonus and the Ring Bonus. 

The Time Bonus is based on how long it takes you to 
complete an Act. The faster you are, the bigger the Bonus. 

The Ring Bonus is based on how many Rings you have 
when you finish the Act. The more Rings you have, the bigger 
the Bonus. With enough Rings, you can warp to the Secret Zone 
to get the Chaos Emerald. See Special Items below. 


LIVES AND CONTINUES 

Sonic starts with three lives and no continues! You can earn 
extra lives by finding 1-Ups during the game. You can earn 
continues by doing well in the Secret Zones. 

In most Acts, it’s possible to find one or more Lampposts. If 
Sonic touches it, and then dies later in the Act, he’ll begin his next 
life next to the Lamppost, instead of starting at the beginning of 
the Act. However, the clock will start at whatever time it was at 
when you first touched the Lamppost. If you touch a Lamppost 
with the clock at 9:30, and then run out of time and die, you'll 
start by the Lamppost with the clock back at 9:30! 


CONTROLS 


Move Sonic Look Up Pause 


Look Down 


Spin Off Enemies Super Sonic Spin Attack 
(While Spinning) Jump (While Spinning) 
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WEAPONS 


Sonic doesn’t need weaponry. He just prefers to do what he does 
best—run, jump and use the Super Sonic Spin Attack! 


SPECIAL ITEMS 


While running through each Act, find 
Rings! As long as you have at least one 
Ring, you won’t be hurt when you’re 
attacked or hit by an enemy. However, 
when you're hit, all your Rings explode 
away from you! Grab as many as you 
can before they disappear! 

Each Act has video monitors scattered throughout. Smash 
them to find Special Items! 


Invincible protects you completely from enemy attacks for 
a short time. 

1-Up gives you an extra life. You can also earn an extra life 
by collecting 100 Rings. 

Power Sneakers make you run even faster than normal for 
a short time. 

Shield will absorb one enemy hit, preventing you from 
losing all your Rings (or your life!). 

Super Ring is equal to taking ten Rings. 


Once during each Zone, you can enter the Secret Zone (provided 
you earn enough Rings during an Act). The Secret Zone has 
several Special Items of its own, in the form of blocks. 


Bumper is a bouncy block. 

Down slows down the rotation of the Zone. 

Goal takes you out of the Zone, but the preferred way is to 
gather the Chaos Emerald! 

Jump Stand lets you jump from it. 

1-Up gives you an extra life. 

Reverse will cause the Zone to rotate in the opposite 
direction. 

Up speeds up the rotation of the Zone. 

The Chaos Emerald comes in six colors, one for each Zone. 
Gather all of them! 


FRIENDS 


Sonic’s friends are now his enemies! Hit robots with the Spin 
Attack to turn them into normal creatures again (and score points). 
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ENEMIES 


All of the robotic creatures are minor-league compared to Dr. Ivo 
Robotnik! At the end of each Zone, Sonic will have to fight Dr. 
Robotnik. He’ll get tougher in each Zone. Your ultimate goal is 
to defeat Robotnik in the Final Zone! 


STRATEGY SESSION 


General Strategies 


Grab those Rings! You're practically invincible as long as you’ve 
got a Ring in your paws. As you start to gather more Rings, play 
a bit more cautiously, so that you can work up to 100 Rings and 
earn another life. 

If there’s a Special Item or two in an area, you can reach it. 
Even if it may seem impossible, it can be done; you may just 
have to work hard to get to it! 

The Time Bonus is nice, but it’s even more fun to fully 
explore each Act. You have ten minutes to explore an Act before 
you lose a life, so take your time. 

If you destroy more than one enemy on the same Spin 
Attack, the points will start to multiply. Go for multiple hits to 
rack up extra points. 


GREEN HILL ZONE 
Enemies 


Buzz Bomber: The most dangerous enemy of the Zone. 
Watch out for their bullets! 

Chopper: These fish jump out of the water below log 
bridges. Never walk onto a log bridge; always Spin Attack 
to hit any Choppers that jump out at you. 

Crabmeat: They shoot two small bullets. 

Moto Bug: They move slowly, but they can hurt you! Take 
care of ‘em with a Spin Attack. 
Newtron: You can’t hit them until 
they land on the ground and start 
zooming along. 


Act 1 


In this Act, you'll learn a trick to use 
throughout the Zone: how to spot hidden 
video monitors. Peek carefully at the 
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branches of each tree. If you spot a small 
flicker, Spin Attack the branches. A monitor 
will fall to the ground for you to open! 

If you knock a monitor out of a tree, 
and then decide you didn’t want it after 
all, walk in one direction until the 
monitor disappears off the screen. Return 
to the tree and the monitor will be back 
up in the branches! 

During this Act, you may 
have your first encounter 
with spikes. They’re deadly! 
If you hit them, you'll 
bounce once and lose all 
your Rings, Bounce again 
and you lose a life! Avoid 
spikes whenever possible. 


About halfway through the Act, you'll 
pass through two tunnels shaped like the 
letter S. (We’ll call them S tunnels from 
here on). 


Once you go through the S tunnels, 
there’s no going back. You'll be stuck on 
the right side of the Act. 


At the end of the Act, you have to 

spin the sign to finish. When you 

spin the sign, jump up into the air 
to hit hidden bonus areas! 


The bonus areas are placed differently in each Act, so 
you'll have to learn where and when to jump. 

If you’ve gathered 50 or more Rings during the Act, a huge 
Ring will appear at the end of the Act. Touch the Ring to go into 
the Secret Zone! See The Secrets for the best way to beat the 
Secret Zone. 
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Act 2 


This Act introduces smashable walls! 
To plow through them, get a running 
start, then Spin Attack and keep 
spinning along the ground. You'll 
roll into the wall and bust through! 

This is the first Act in which you can 
earn lots of extra lives. To do this, find the 
Lamppost and touch it. Gather 100 Rings 
to earn a free life. Then get the 1-Up 
monitor placed on top of the loop. That’s 
two lives earned. Now intentionally lose 
your current life! You'll start back at the 
Lamppost, one life richer than before. 
Repeat the procedure until you have a 
good amount of lives. You can “life up” in 
several other Acts. 


Act 3 


The first tree in this Act holds an 
Invincible. Grab it to have an easy 
early going. Then search up and 
right to find a Shield. 

You'll find Power Sneakers in 
the tree just to the right of the first 
Lamppost in the Act. Try them on and see how fast you can run! 

There are two rotating 
platforms on this level, covered 
with spikes. If you travel high 
enough, you don’t actually have to 
run over the first one. If you have to 
walk over it, move slowly, staying 
in the small spaces between the 
groups of spikes. 


Between the first and 
second spiky platforms, find 
the Invincible. Then you can 
run over the second platform 
without being damaged. 

At the end of this Act, 
you'll fight Dr. Robotnik! His 
attack ship has a huge mace 
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attached to it. Hit his contraption with a Spin Attack, then run 
into the lower-left or lower-right corner of the screen and duck. 
Wait for his mace to swing over you, then hit him again. Repeat 
the attack until he blows up and flies off the screen! 

When you beat Robotnik, run to the right and jump on the 
button atop the machine to release your friends! 


MARBLE ZONE 
Enemies 


Bat: When they sense you, they'll fly horizontally across the 
screen. Easy to Spin Attack or avoid. 

Caterkiller: Very dangerous! Their only vulnerable spot is their 
head. Don’t attack them unless you have to! 


Act 1 


As you run through the first part of 
this Act, you'll find a few new tricks 
to deal with. 

Tunnels that lead underground 
will be revealed and covered up again - 
by the floating blocks. Go into the first tunnel for 30 Rings. Go into 
the second tunnel to wind your way into the next part of the Act. 

A few of the grassy hills will 
start to burn up when you jump 


onto them. Jump on and off 
these ledges quickly to avoid 
becoming roast hedgehog. 


When you reach the spiked 
weight and the button, think about 
what you can do. After a moment, it'll 
become obvious; push the block onto 
the button to hold the weight up. 

Near the end of the Act, watch 
out for fireballs spewing out of the 
lava pits. These fireballs will become 
more common in later Acts. 


Pep GEe Gi 
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Act 2 


The lava gets harder to avoid in this Act. 
You'll have to pass lava falls and ride 
lava spouts to survive! 

When you pass through the lava and 
come back up to the grass, run to the left 
to find a Lamppost and Super Ring. Then 
go to the right to continue your journey. 

You'll find the entrance to the second 
part of the Act blocked off with blocks! 
Get through them with the Spin Attack. 

: Don’t just dig straight through; bounce 
off each and every block for maximum points. 

When you reach the two lava falls, search left of them to 
find an Invincible monitor. You can run right through the lava 
with the Invincible! 


Act 3 


This Act combines the dangers 
of the previous two for the 
biggest challenge yet! At the 
start of the Act, you have a 
choice of entering two different 
tunnels. The left tunnel will lead 
you to more Rings than the right 
tunnel, but the right tunnel will 
take you through the Act faster. 


When you reach Robotnik, take 
him apart with this strategy. When he 
flies at the ledge you're standing on, 
jump and Spin Attack. Then jump 
over to the opposite ledge. There will 
be a few flames to dodge as you land, 
remnants of the firebombs Robotnik 
drops onto the ledges. Repeat the 
attack until he blows up! Then move 
to the right to free your pals! 


SPRING YARD ZONE 
Enemies 


Roller: This is the fastest-moving of Robotnik’s creations. You 
can Spin Attack, but it’s usually best to just avoid it! 
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Snail: Like the Caterkiller, its only weak spot is its head. This is 
one creature you should stay away from! 


Act 1 


The Spring Yard Zone is set up like a giant pinball machine, 
with bumpers and springs all over the place. Don’t get too 
carried away, though, or you'll find yourself bumping into 
enemies and losing your precious Rings! 

Early in the Act, you'll find a button and a platform. Jump 
on the button, then quickly board the platform to float up to the 
top of the Act, where there are Rings and other goodies to be 
had. If you miss the platform, run e 
left into the tunnel, then return & 0 
and the platform will be back for 
you to try again. 

If you fall into the half-pipes 
with the rotating maces, run into 
the middle of the pipe and then 
jump onto the floating ledge 
before you get whacked! 


Act 2 


This Act is pretty straightforward. You can traverse along high 
pathways or go through the tunnels at the bottom of the Act. 
There are some great hidden items to find; check out The Secrets! 


Act 3 


Run quickly down the hill at the start of the Act to avoid the 
attacking creatures. From here, the Act will lead straight ahead, 
with a single path (and a few secrets to discover) until you reach 
a series of floating platforms 
leading to the left. If you 
want, you can just jump over 
to the right and continue the 
Act, or jump from ledge to 
ledge and make your way 
back to the left. If you make 
all the jumps, your reward 
will be 10 individual Rings. 
Past the second Lamp- 
post, you'll find five long 
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moving platforms. Don’t bother 
jumping—just walk from one to 
the other when they converge. 
And don’t fall, or you'll lose a life! 

Speed is of the essence in 
your battle against Robotnik. His 
flying sphere will hover above 
you for a moment before flying down pæ 
to spike one of the blocks on the ledge. 
He'll pick up the block and then break 
it into pieces. 

Hit Robotnik while he’s in the air, 
but be wary of him when he’s spiking 
or breaking a brick. The faster you can 
destroy him, the more bricks you'll 
have left to stand on! Go to the right 
when he’s gone and free your friends! 


LABYRINTH ZONE 


Enemies 


Burrobot: You can just see the tips of their noses sticking out of 
the ground. Look for them and you won't be attacked by surprise! 
Spike Spheres: These guys are surrounded by mini-maces. 
Don’t try to attack them until they shoot away the maces, 
leaving themselves uncovered and vulnerable. 


Act 1 


Since so much of the Labyrinth Zone is 
underwater, you’d better know how to 
breathe! When you find an air pocket (a 
small group of bubbles), wait next to it 
until a large bubble comes out. Jump up 
and touch the big bubble. Sonic will 
breathe deeply! 

If you’re having trouble getting past 
the swinging maces, there’s a simple way 
to avoid them. Just stand at the base of the 
mace! It will swing around you, but it 
won't hit you! 

When you reach the platforms moving 
on rope pulleys, you'll have to reach a 
button on the right side of the room, above 
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the water. To do this, simply jump up the 
platforms on the right. Each time you'll 
land a little higher, until you can jump over 
to the button and punch it. 


Act 2. 


There’s a huge room in this Act that has a 
closed door, but doesn’t seem to have a 
button to open it! The button is hidden 
behind a video monitor. Use the red 
bumper to jump onto the ledges above the 
water, and smash the monitors until you 
find the button. Then move through the 
door, in the upper-right corner of the room 
(just above the fireball-breathing head!). 

Watch out for the Invincible just past 
the Lamppost. There’s a swinging mace 
attached to it! 


Act 3 


At the start, you'll slide continuously 
down a waterfall until you jump onto 
one of two ledges. Jump onto the ledge 
with the pink crystal first to get a Shield, 
then jump onto the next ledge (from the 
waterfall, of course) to find a button. 

When you push the button, a door 
will open up to the right. Now jump 
across the waterfall and through the 
open door. 

tiene you'll have the choice of falling down a small hole in 
the middle of four spikes, or going to the right. 

If you go down the hole, you'll encounter a hair-raising tidal 
tunnel! When Sonic grabs onto the bar, slide him up or down to 
avoid the spikes, then press 
the button to let go. 

If you continue to the 
right, you'll find a ledge- 
pulley area and a room filled 
with items—four Super Rings 
and a 1-Up! Search the left 
wall to find the room. The 
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door to the room will be 
open; you have to fall into the 
door from above. 

You can’t actually destroy 
Robotnik at the end of this 


- N 


level, although you can hit him 
once. The end is really a test of 
speed. Keep climbing and 
jumping up the shaft as fast as 
you can. Robotnik will hover at 
the top of the screen; just follow 
him to the end of the Zone. Watch 
out for the spikes as you move up! 


STAR LIGHT ZONE 
Enemies 


Bombers: These guys start ticking when you get close, and 
eventually explode. Watch the fuses on the tops of their heads to 
know when they're gonna blow! 


Act 1 
There are three different routes you can take through this Act: 
high, middle, and low. The high route gives you the most Rings; 
the middle route a decent number. The low route should be 
avoided, not only because it 
provides the least amount of Rings, 
but because it’s also extremely 
dangerous. Fall off the bottom of the 
screen and you lose a life instantly! 
The fireball cannons are pretty 
dangerous, but a simple trick will 
keep you safe from them—at least until you move! Walk up to 
the cannon and move against it! Sonic will hug the wall, and the 
fireballs will pass through him! 


Act 2 


Only one route will take you to the 1-Up on this Act, and here it 
is. From the start, run to the right until you reach the collapsing 
ledges. Fall into the gap left by the ledges and continue moving 
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to the right to reach an area with 
lots of Bombers, floating ledges 
leading up, and a ramp leading to 
the right. 


Take the ramp to the 
right and keep going until 
you spot a ramp above you. 
Jump up to it and follow it 
along to an area with a Super 
Ring, Invincible, and 1-Up! 


During this Act, you'll find a 
B6 pm catapult with a mace on one side. Jump 
onto the clear side of the catapult, then 
move over to the side where the mace 
was. When the mace comes back down, 
you'll be shot up into the air! You can 
land on the same catapult several times, 
each time flying higher into the air. 

When you reach a group of four 
floating platforms, ride them up and 
then jump to the right to find a group of 
five Super Rings! From here, it’s just a short journey down and 
right to the end of the Act. 


Act 3 


Stay in the middle of the Act, using the catapults and ramps. 
You'll find a 1-Up and several Invincibles along the path. They 
aren't hidden; just look 
around and you'll find [AR 
them easily. THE 2:37 
Robotnik’s got an 
elaborate set-up waiting 
at the end of this Zone. 
He’ll fly above three 
catapults, dropping 
mace-bombs onto them. 
Jump onto the catapults 
and fling the bombs 
back up at Robotnik, or 
use them to bounce into 
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the air and Spin Attack. Be wary of the mace-bombs, even when 
Robotnik has been defeated. You can still be hurt by them! 


SCRAP BRAIN ZONE 
Enemies 


Ball Hog: This big pig shoots bouncing bombs out of its belly. 
Avoid the bombs and whack the Hog. 


Act 1 


This Act is easily the most dangerous of all the ones you’ve 
visited so far. There seem to be new dangers at every turn! 


Speaking of turns, there’s a 
turning wheel at the beginning 
of the Act that determines what 
your path through the Act will 
be. If you hit the button and 
make the wheel rotate to the 
right, you'll be able to take the 
high path. If you enter the wheel 
when it’s spinning left, you’ll 


take the low path. The low path has more 
Rings, but it’s also more dangerous. The 


high path has a Lamppost, which can be 


very helpful in a Zone like this! 
Keep a close eye on the structures 


around you. Flamethrower nozzles, almost 
camouflaged into the metal, will erupt at 
regular intervals. Don’t get toasted! 

If you’re on the low path, watch out 


mashers race onto the screen 
from the left, trying to cut 
you up! Get onto the highest 
part of the path so that the 
wheel passes underneath 


for the grinding wheels! These metal- 


you. 


Act 2 


By using the wheels and buttons at the start of the Act, you can 
choose a middle or high path. Either path will take you to some 
Rings and Shields, but the upper path has a 1-Up along the way. 
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When you reach the end of Act 
2, you'll be surprised to find that you 
don’t get taken to the next Act! Run 
to the right and you'll find Dr. Robot- 
nik behind a force field. Let him drop 
you down into the last Act! 


Act 3 


This Act doesn’t look like the first two! In fact, it has a heavy 
resemblance to the Labyrinth Zone. 

When you hit the button at the start of the Act, the bridge on 
the left will move down to another ledge. If you’re quick, you 
can run off the left side of the bridge into a second path. The 
second path will take you to the Final Zone faster. The normal 
path has a 1-Up and several Lampposts along the way. 

To get to the 1-Up, keep moving 
to the left in every area. The 1-Up is 
in a room about as far to the left as 
you can travel in this Act. 

Once you've got your extra 
man, start moving to the right. 
You'll find air pockets are more 
scarce than they were in the Labyrinth 
Zone. Take a breath at every opportunity. 

The first Lamppost will be 
underwater; the second Lamppost will be 
above water. Keep touching the posts and 
looking for a group of red springs. Hop 
off the springs to enter the Final Zone! 


FINAL ZONE 
The final battle with Robotnik is blessedly simple, especially 
after the Scrap Brain Zone! See The Secrets if you have problems 
defeating him. Good luck! 


SHH... THE SECRETS 
Green Hill Zone 
Act 1 


Run through the double S loops as 
fast as you can. When you soar into 
the air, fly to the right and you'll fly 
into a group of floating Rings. 
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Act 2 

Run to the left of the loop and 
break through the smashable 
wall. Move onto the lowest 
path of the Act and move to 
the right, staying as low as 
possible. When you find a red 
spring, use it to jump up and left. You'll land on top of the loop, 
where a 1-Up and many Rings are to be had. 


Act 3 
To exit the left side of the S tunnel, run to the right (around the 
loop) and find the red bumper. Hit the bumper and let yourself 
roll to the left, through the loop and up 
the S tunnel. 

Find the floating ledges to the right of 
a high Lamppost. Jump onto the second 
ledge to the right of the Lamppost, then 
fall straight down to land on top of the 

— loop and collect a 1-Up. 

There’ s an Invincibility in one of the trees 
just before the fight with Robotnik. To get it, run 
at the tree from the left, on the flat ground, and 
jump into the tree before you start going down 
the hill. 


Marble Zone 


Act 2 
When you reach the first lava fall, jump up and 
right to find a Shield and Super Ring. 


On the left side of the group of lava spouts, you'll see a single 
block resting against the left wall. Jump onto the block and run 
to the left, through the wall! You'll enter a secret room with two 

Super Rings and a 1-Up. 
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Act 3 

Find the spiked weight with a 
space the size of a single brick to 
its right. Jump into the shaft that 
the weight is falling into and run 
to the left through the wall. 
You'll enter a secret room with a 


Spring Yard Zone 


SCORE 16148 
TIME 0:22 
RINGS 1 


land on the floating platform. This 
is a tricky jump that requires good 
timing (and a little luck), so you 
may need to try several times. 
When you land on the platform, 
ride upward to a ledge with Super 
Rings, Red Sneakers and a 1-Up. 


1-Up. From here, you can jump 
up and enter a tunnel in the 
left wall to run back to an 
earlier point in the Act, or you 
can return the way you came 
in the right tunnel. 


Act 1 

At the start of the Act, 
bump off the red bumper 
and fly up the ramp. Hit 
the button to spin just 
before you fly off the 
ramp. Aim to the left and 


In the first shaft after the cine 


Act 2 


of Rings. 
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Lamppost, or the second shaft after the ledge 
Lamppost, jump off the yellow bumper and 
hug the right wall to enter a hidden tunnel. 
Run through the tunnel to gather some Rings. 


At the first group of six red bumpers, bounce 
off the rightmost bumper and hug the wall 
to enter a hidden tunnel. Walk to the right to 
hit a bumper that shoots you up a shaft full 


Sonic the Hedgehog 


Travel along the lower path until you 
reach two red bumpers, one slightly higher 
than the other. Bounce off the bumper on 
the right and hug the wall to enter a hidden tunnel. Follow the 
tunnel to find Rings and a 1-Up. 


Act 3 
Bounce off the first group of red bumpers and jump up and 
right onto the floating platform. Ride the platform upward to 
Rings and an Invincible monitor. 

In the middle of the Act, drop down the floating platforms. 
Jump against the left wall to go through a hidden tunnel into a 
room with ten Rings. 

To the right of the first 
Lamppost, run down the 


ramp at full speed and let yourself 
fly up the right side of the ramp. At 
the top, push to the right to enter a secret room with an 
Invincible and Red Sneakers. 


Just to the left of the second Lamppost, bounce 
off the red bumper and run up and over to land 
on a floating platform.Jump onto the other 
floating platforms to reach a green ledge. 
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Run to the right and jump against the 
wall to enter a secret tunnel. Walk through 
the tunnel to find a Shield and a 1-Up. 


LABYRINTH ZONE 
Act 3 

There’s a group of tightly spaced ledges past the Lamppost. Fall 
into the spaces and you'll land in an area 
on the right side. 


with two Super Rings 


Star Light Zone 
Act 1 

To get the 1-Up at the 
start of the Act, walk 
down the ramp until 
you reach the flat 
area. Then run back to 
the left, up the ramp 


again. You may have to jump to clear the steepest part of the 
ramp. When you walk back to the 1-Up, the blocks won’t be 


covering it. 


Scrap Brain Zone 

Act 2 

When you find an area of tightly-spaced 
disappearing blocks, drop down below the 
blocks to find a 1-Up and two Super Rings. 
Run all the way to the right to find disap- 
pearing blocks that lead up out of the area. 


U: Ub 7 r 
E yi 
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Final Zone 


Run all the way to 
the far right of the 
screen and wait for 
Dr. Robotnik to 
attack. Two of the 
four metallic plung- 
ers will come out of 
the walls, and one of 
the plungers will 


Sonic the Hedgehog 


i have Dr. Robotnik inside. 
Sometimes, he’ll be on the 
left side of the screen, 
blocked off by the empty 
plunger. If he’s in the 
right-hand plunger, jump 
and hit him. 

Four sparks will appear 
at the top of the screen. 
Move between the two that 
have the farthest space between them. When the sparks come 
down, stay between them and then jump back over to the right 
when they’re almost off the 
screen. Robotnik will repeat his 
plunger/spark pattern. 

When you've hit Robotnik 
enough, he’ll explode yet a ee 
again and then run to the Cy ? 
right! Follow him by leaping 
over the wall. He'll get into a 
ship and start to fly away! You 
don’t have to hit him at this 
point, but give him a Spin b ; 
Attack from below to let him 
know who he’s dealing with! Now you'll return to the Green 
Hill Zone to see the ending sequence! Congratulations! 


7; E 8 FFF 


Secret Zone 


Each of the Secret Zones is 
similar. Your goal is to get the 
Chaos Emerald. To do this, fall 
into the first large area of the 
Secret Zone. Look for a 
passageway with ghostly- 


s 


looking Bumpers blocking it. i 2 4 
Jump through the ghost M el i = 


Bumpers and you'll enter the : ? 
Emerald’s area! D 


To get to the Emerald, you 
have to bust through the 
crystals surrounding it. Each of 
the crystals takes several hits 


189 


Sega Genesis Secrets 2 


before it’s destroyed. Work on one wall of crystals and keep at it 
until you bust through and get the Emerald! 

If you manage to get all six Emeralds and beat the game, 
you'll get a special reward screen at the end of the game, in 
addition to the normal ending sequence. 
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Spider-Man 


Distributor: Sega 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


Spider-Man, that awesome arachnid, has been set up by the 
Kingpin, the boss of organized crime. Kingpin has planted a 
bomb underneath New York City and gone on television 
claiming that Spidey did it! He’s even offering a $10,000 reward 
to anyone who can capture the wall-crawler! 

Now your friendly neighborhood Spider-Man is swinging to 
an abandoned warehouse, searching for Doctor Octopus. 
Perhaps Doc Oc has a clue that will lead Spidey to the Kingpin! 


PLAYERS 
Spider-Man is for one player only. 


SCORING 


Spidey racks up the points by knocking out the bad guys. He 
also scores big whenever he completes a level. 
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Spidey’s got a more important “score” to worry about; how 
much money he has. During each level, Spidey makes moolah 
by taking pictures of his enemies. At the end of the level, Spidey 
gets money for each picture. With this money, Spidey buys 
precious Web Fluid. 

The most important “score” of the game is the timer. 
Kingpin’s bomb is due to go off in 24 hours, so you have to race 
the clock as you play through the game. If you reach the bomb 
in time, you have to disarm it! 


LIVES AND CONTINUES 


Spider-Man has a single life, and a single Life Bar. Every time 
Spidey takes damage, the Life Bar goes down. If the Life Bar 
runs out, Spidey is knocked unconscious and captured by the 
police, and the game is over. 

Spidey can recharge his Life Bar by finding power-ups scat- 
tered through the levels, or by going to his apartment and resting. 


It takes a lot of time to rest at 
the apartment. What’s worse, 
when you leave the apartment, 
you'll go all the way back to 
the beginning of the last level 
you reached. Don’t rest unless 
you have to. 


You can continue the game endlessly, but every time you 
do, two hours are taken off the bomb’s timer. Now you 
have to play even faster to disarm the bomb! 
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CONTROLS 


Climb Up Pause Jump 
Option Screen Stick To Wall 


Climb Down Use Option Attack SwingOnWeb Jump Kick 


WEAPONS 


Spidey’s main weapon is his Web Fluid. Shoot globs of fluid at 
your enemies and tangle them up in your webbing! 

Spidey can also use his handy Spider-Strength to punch and 
kick the stuffing out of opponents. This is the preferred method 
of attack, mainly because Web Fluid is usually too valuable to 
waste on thugs and goons. 


SPECIAL ITEMS 
Spidey’s Camera is his best Special Item. Every picture Spidey takes 
can be cashed in for Web Fluid later. The better the picture, the more 
money it’s worth. Spidey can take three pictures on each level. 
Spidey can use some of his Web Fluid to form a Web Shield 
that will absorb a few hits of damage before breaking. When 
Spidey’s using the Shield, all he can do is kick or punch. If you 
need to use a web-line, or climb a wall, you'll lose the Shield. 


FRIENDS 

Mary Jane Parker is Peter’s gorgeous wife. 
She can’t help you, but you'll have to help 
her in a big way... 
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ENEMIES 


The Kingpin has spared no expense in assembling a mighty 
team of super-villains to squash Spidey. 


Dr. Octopus is a mad scientist with four robotic tentacles 
grafted to his body. He hangs out in an abandoned warehouse. 
The Lizard is a mentally-unstable reptile with incredible 
strength. Lizzy prefers the damp climate of the sewers. 
Electro has mastery over electricity, and shoots bolts of 
lightning at Spidey. He enjoys lounging around the city’s 
main power station. 

The Sandman can change his body into a living, moving pile 
of sand. He’s lurking in wait for Spidey at Central Park. 

The Hobgoblin flies around on a jet-powered sled, throwing 
explosive pumpkin bombs. Look for him on the streets of 
New York City. 

Venom is Spidey’s toughest opponent. He has all of 
Spidey’s powers, and is stronger and faster than the wall- 
crawler! You'll encounter Venom in several locations 
during the game. 

The Kingpin makes Al Capone look like a total wimp! He’s 
a massive mobster who will stop at nothing to see Spidey 
terminated. 


STRATEGY SESSION 


General Strategies 


Don’t waste pictures on boring stuff. Save your film for unusual 
enemies and the bosses at the end of each level. Make sure you 
take a picture of the boss before you defeat him; you can’t take 
any more pictures once the boss has been beaten. 

Be tight with the Web Fluid. You should only use Fluid for 
Web-Swinging, bosses, and unusual circumstances. Otherwise, 
stick with your fists and feet. 

The only time you should ever go back to the apartment is 
when your Life Meter is about to run out. It takes a LOT of time 
to recharge, so don’t do it unless you really, really need to. 

If you play on the Easy level, you'll be in for a big surprise 
at the end of the fourth level—the game will end! You can’t 
finish the game unless you’re playing at the Normal level of 
difficulty (or higher). You can, however, boost your strength and 
web cartridges and still play to the end. 
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LEVEL ZERO: THE STREET 


Start walking to the right and you'll encounter 
a policeman! Since you've been labeled a 
criminal by the Kingpin, the cop won’t 
hesitate in attacking you. So attack him first! 
Punch him until he drops to the sidewalk. > -— 

- Walk to the right and a mis will 
come onto the screen. He'll go after the 
| nice old lady’s purse! Give him a whack 
| tothe head. Serves him right! Now jump 
onto the building and start climbing up. 
Remember to press C twice, and hold 
down C to stick to the wall. 

As you climb up the building, stay 
between the two columns of windows on the 
right side of the building. The windows will 
open, and goons will reach out and try to grab 
you. Stay away from them! 

Whenever you reach a ledge, let go of the 
C button and hold Up to leap up past the “i 

F ledge. Press C —— 
again and you'll stick to the 
building again, ready to continue 
your climb. 

When you reach the top of the 

- building (indicated by the Daily 
Bugle sign), climb into the open window. Spidey will give some 
thought to his situation, and he’ll decide to go to... 


LEVEL ONE: THE WAREHOUSE 


Walk to the right and you'll fall downward onto a crate. Move 
right until you fall again. This time, you'll land between two 
crates and collect a Power-Up. Good! Jump over the crates and 
go to the right. 


You'll meet up with a goon shooting at the 
air above your head! This guy’s obviously 
short on brains, but you’ve got to knock him 
out. Jump up onto the crate and crawl to the 
right side of the goon. 
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When you get close to the goon, he'll put away 
his pistol and pull a knife! Give him squat- 
kicks until he’s out. Then jump to the right, 

over the pile of crates. 


Move to the right and get ready to jump. A guard dog will 
attack with very little warning. Your timing has to be good! 

Climb up the crates until you reach the highest one. Leap up and 
left and stick to the crate. Climb over the crate and onto the ledge. 

Walk to the left. There are two rats on 
this ledge. You can squat-kick them, or you 
can jump over them. Kicking them scores 
points, but you also risk getting hit by 
them. If you're really gutless, you can jump 
onto the roof and crawl to the left, but this 
is slow and boring. Live dangerously! 

When you pass the rats, jump and climb up to the next 
ledge. Crawl along the ceiling to get past the crate. Then drop 
down to the ledge and walk to the right. Keep going until you 
spot a goon. Squat down before he plugs you! Squat-kick him 
and move on. 

Jump up to the next ledge and walk to the left. There’s 
another goon to get past before you reach the crate on the ledge. 
Jump onto the roof and crawl past the crate, then stand on the 
crate and face to the right. 

It may not seem like it, but you're at the 
trickiest section of the level. If you fall onto 
the web on the left side of the crate, you'll 
start sliding to the left! If you slide off the 
ledge, you'll fall all the way back to the start 
of the level! 


It’s time to get tricky with your 
Web Fluid. Use the C button to jump 
into the air, then press the A button 
to release a glop of Fluid. It will 
whack the goon shooting at you, but 
he’ll recover after a moment and start 
shooting again. You have to shoot the 
goon four times before he collapses 
in a heap of webbing. 


ing 
mh 
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Once the goon is webbed up, 
jump onto the ledge. Squat and 
crawl to the right until you’re just 
to the left of the vent (and the 
goon behind it!). Just after the 
goon shoots a bullet, leap over 
him and land on his right. Squat 
and kick until you knock him out. 

Crawl to the right and repeat the crawl-jump-kick pattern on 
the next goon. Stay low or you'll be hit by a bullet! You have to 
pound three goons before you reach another hole in the roof. Don’t 
drop into it yet. Instead, jump over the hole to the right and duck. 

This goon isn’t directly behind the vent, so you'll have to 
trick him. Crawl right up to the vent, wait a moment, and then 
crawl to the left. The goon will follow you until he bumps up 
against the vent! Now crawl back to the right and kick him, then 
get the Power-Up he was guarding! 

Move back to the left and drop into the hole. Jump to the 
right until you spot a goon. Squat-kick him and move to the 
right. Jump over all the crates and walk to the right. There 
should be a goon below you; drop down to him and squat-kick 
him. Then move right and drop down to the next ledge. 

Crawl to the left, between the 
ledges, and fall to the right side of the 
goon. Squat-kick him. Now retrace your 
steps. Jump up and crawl right, then 
climb up the wall until you reach a 
passage going to the right. 

When you reach the end of the 
ledge, fall straight down so that you 
land on a crate. Grab the Power-Up on 
the left side of the crate, then get back onto the crate and walk to 
the right side. You'll spot a goon on a ledge. Jump up to the 
ledge in between the goon’s shots and squat-kick him. 

Crawl to the right side of the ledge and you'll spot another 
goon on a ledge. Jump over and squat-kick him. Crawl right 
(getting the Power-Up along the way) and defeat the final 
ledge-goon. 

Fall off the right side of the ledge to 
the ground. Grab the Power-Up on the 
ground to recharge your Life Bar, but 
get back onto the wall before the guard 
dog attacks you! 
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Now move to the left, past all the 
ledges, and climb up the wall. Move to 
the left, then climb down until you 
reach the area where you have to crawl 
between the ledges. Fall off the left side 
of this ledge and you'll see a white 
tunnel in the ground. Jump to the right, 
over the wall, and climb into the tunnel. 

Crawl to the left. There are 
two rats infesting this tunnel; 
squat-kick them when they 
attack you. When you reach 
the end of the tunnel, fall 
down and collect the Power- 
Up to your left, then start 
going to the right. 


Whoa! Spidey’s Spider-Sense! 
Whenever it goes off, a particularly nasty 
enemy is about to attack. And here it 
comes, from the right side of the screen... 
a forklift! 

Press Start to access the Option 
Screen and select your Camera, then 
return to the action. Face the forklift and 
press A to take a snapshot. Now it’s time 
to bust this baby! 


Let the forklift roll at you, then jump over it. Turn to face it and 
shoot the driver of the forklift once or twice with Web Fluid. 
Then run away before the forklift turns around and pokes you! 
Repeat this attack until you web up the driver. 
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Walk to the right until you reach a pile of crates. Climb up 
the crates, then jump left and right on the ledges to move 
upward. Finally, climb up the wall on the right. 

There’s a goon shooting at you from off 
the screen, but you can defeat him even if you 
can’t see him. Here’s how to do it. Climb to 
just beneath the top of the wall. Let go of the C 
button and hold Up to leap. Then let go of the 
Pad and press the A button to fire a Fluid glob. 

If you don’t hold the controller Up, 
you'll fall down when you release C. If you 
don’t let go of the Pad when you press A, 
you'll try to Web-Swing instead of firing Web 
Fluid. Just keep trying until you successfully 
fire a shot of fluid. 

You need to hit the unseen goon four times with Fluid to 
stop him. You'll know you've done it when he stops shooting 
bullets. Now climb over the wall and fall to the right. You'll land 
next to a goon. Squat-kick him and grab the Power-Up on his 
ledge, then fall to the left until you hit the ground. 

Walk to the right and the wall 
will close behind you! You’ve 
entered the chamber of Doctor 
Octopus! Jump onto the left wall 
and start climbing up. When you 
reach the roof, let go of C and hold 
it down again quickly to climb 
onto the roof. Crawl to the right until you reach the right wall. 
Let go of the C button and fall straight down. 

You'll land on a crate. Ready your Camera, then leap to the left. 
You'll land next to Doc Oc! Press A to get your pic. Now get ready 
to kick butt! Use the Option Screen again to select a Web Shield, 
then start the action again and press A to give yourself the Shield. 

Stay right in 
front of Doc Oc, 
between his arms, 
and press B to 
punch him. If he 
runs away from 
you, run at him 

i — and get between 
his arms again, then continue punching. You may get hit by his 
arms a few times, but the Shield will absorb the blows. 
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After you wail Doc Oc enough, he’ll crumble to the floor. 
Spidey will question Doc Oc, find out some helpful info, and 
move on to... 


LEVEL TWO: THE SEWERS 


You'll fall straight down at the start of the level, and land next to 
a rat! Squat-kick it and start moving to the right. 

You can walk along the ledge just above 
the sewer slime, or you can crawl along the 
wall. If you decide to crawl, watch out for 
the small black holes—these holes puff out 
clouds of toxic gas! 

Your next enemy will be a puny bat. 
Punch it (or web it) and continue going to 
the right. You'll encounter another rat 
before you reach the end of the line—three 
huge pipes. Climb up the wall to the highest 
pipe and crawl inside. 

Jump up and walk along inside the 
rotted pipe. There’s a single rat in here; 
jump over it or squat-kick it. Then jump up 
to the next section of pipe and walk to the 
right. There’s another rat to pass before you 
get out of the pipe. 

Move to the right once you get out of the 
pipe. After a short while, your Spider-Sense 
will go off! Ready your Camera on the Option 
Screen. A bizarre enemy will jump out of the 
sewer slime. It’s called the Mutant Jumper! 
Take a photo, then start running to the right! 

If the Jumper knocks you into the slime, 
jump back onto the ledge as quickly as you 
can. You'll take damage wallowing around 
in that gunk! 


Keep going to the right and 
you'll encounter a second Jumper. 
Now you'll have two of them on 
your tail! Keep running. When your 
Spider-Sense goes off a third time, 
ready the Camera and squat, then 
take a picture. What did you snap? 
Look dines at the slime and you'll see the head of a huge 
alligator! Jump over the gator onto the crate to the right. 
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You can jump from crate to crate here, or Web-Swing across. 
Just get to the right and climb into the pipe. By this time, there 
will be three Mutants after your hide. Walk through the pipe 
and fall into space. Face to the left as you fall. 

Once you fall past the wall on your left, 
press A to Web-Swing. Swing to the left, 
release the button, and press A to cast 
another Web. Keep swinging to the left. 
There are a few bats in the air; if you hit 
them, you'll be knocked into the slime 
below. Get out of the slime and start 
swinging again. 

Finally, you'll get past the slime and into a small chamber. 
This is the hideout of the Lizard! Unfortunately for you, he’s got 
a friend with him. Venom! 

Take a picture of either the Lizard or 
Venom, then concentrate on Venom. 
Shoot him with Web Fluid and stay at a 
distance from him! If he gets close, he'll 
tear you apart. After several hits, Venom 
will get tired of you and leap off the 
screen! Now it’s just you and Lizard! 

Stand away from the Lizard and 
duck. When he turns to face you, he'll 
duck for a moment, then stand up 
and charge you. Shoot him with Web 
Fluid. When the Fluid hits him, he'll 
turn around, run, then turn to face 
you again. Repeat your Fluid attack 
until the Lizard is knocked out. 

The Kingpin will make another appearance on TV, and 
Spidey will get an idea about how Kingpin makes his TV 
transmissions. He'll travel to... 


LEVEL THREE: THE POWER STATION 


You'll land directly on a Power-Up at the 
start of the level. Walk to the right until your 
Spider-Sense kicks in. Ready your Camera 
and take a picture of the attacking Lightning 
Creature! Then punch it or shoot a Web at it. 
It will fly off the screen, but it isn’t beaten 
yet! It will fly onto the screen and attack 
again. Hit it once more to destroy it. 
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Move slowly to the right. A huge spark 

beam will shoot onto the screen at regular 
intervals. Jump past the beam in between 
zaps. Then crawl to the right to go under the 
PE D next spark beam. There’s a goon to squat- 
EES kick just after the beam. 
Stand up and walk to the right until 
your Spider-Sense kicks in. Another 
Lightning Creature will appear! Defeat it, and collect the Power- 
Up while you fight. Walk to the right again and crawl under the 
final spark beam. 

Walk to the right. You'll have to beat up two goons (and 
collect a Power-Up) along the way. If you want a change of pace, 
you can jump up to the rooftops and fight up there, but there are 
deadly spark beams and more goons to deal with. It’s safer on 
the ground. 

Soon, you'll come to a red gridwork. Walk to the right until 
your Spider-Sense goes off. Electro is coming! Ready the Camera 
and take a snapshot before beginning the battle. 

Web-Swing to the right side of the gridwork. Stand on the 
section of gray ground in between the sections of gridwork. 
When Electro flies at you, shoot Web Fluid at him and jump into 
the air so he can’t get a good shot at 
you. He’s very quick, so don’t get 
frustrated if he hits you. Just move 
back onto the section of ground and 
keep firing. 

Sometimes, Electro will land on 
the gridwork and zap it. He’s a sitting 
duck when he does this, so shoot 
him! If you’re on the gridwork, 
though, you'll be zapped heavily! 
Make sure to jump after you shoot. 

When Electro is bested, Spidey 
will move on to... 


LEVEL FOUR: CENTRAL PARK 


There’s a fire hydrant at the start of the level. 
Kick it and it will discharge a large squirt of 
water. What is this for? You'll find out at the 
end of the level. Move to the right and jump 
up to get the Power-Up in the trees. This will 
recharge some of the Life Bar. 
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Walk to the right, past the fountain, until you reach another 
tree. Another Power-Up will be among the branches, but this one 
will have a gunman guarding it. You can jump up and grab the 
Power-Up while avoiding the gunman, or attack the gunman. 

Walk to the right again and a snake 
will slither along the ground to attack you. 
Squat-kick it and it will crawl away from 
you for a while before coming back. Kick 
it again to defeat it. Don’t try to run past 
the snakes without knocking them out, or 
they'll come back to bite you later! 

There will be more gunmen and Power-Ups in the trees 
above you. You can live on the edge and attack the gunmen, or 
stay on the ground and kick the snakes. 

When your Spider-Sense goes off, get your Camera ready and 
drop to the ground (if you aren't there already). A huge gorilla 
will bound onto the screen! Take a picture and get ready to fight! 

Stay ducked and let the gorilla move 
at you. It will punch the air above you. 
Just after it punches, stand up and hit it 
before it moves away. You'll knock it for a 
loop. Duck down and get ready to punch 
the gorilla again. 

Sometimes, the gorilla will jump 
into the air. Move toward the gorilla as 
it jumps over you, then face the gorilla 
and duck. If you stay still when the 
gorilla jumps, it will land on top of you 
and do damage. 

After a considerable amount of whacks, the gorilla will 
collapse to the ground. Good riddance! Now move to the right 
again. Watch out for more snakes! 

Soon, you'll arrive at a swing set and 
sandbox. Your Spider-Sense will tell you 
what you probably already figured out: 
Sandman is in the sandbox! Get your Camera 
out and walk to the sandbox. Take Sand- 
man’s picture as he emerges from the box. 

It’s time to do some quick web-swinging. Face left and Web- 
Swing in that direction, similar to what you did in Level Two. 
You’re headed for the hydrant at the beginning of the level! 
Along the way, Venom will make an appearance! Just keep 
swinging and ignore him. 
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When you reach the hydrant, stay on the 
right side of it and lure Sandman to that side. 
Then kick the hydrant as Sandman starts to 
form. If your timing is good, you'll vaporize 
the Sandman! You won't get to talk to Sandy, 
but you'll get his key. Spidey will take to the 
streets to see who comes after him... 


LEVEL FIVE: THE CITY 


At the beginning of the level, you’ll be 
accosted by J. Jonah Jameson, publisher of the 
Daily Bugle. Take a photo of him and get 
away from him before he hits you! Web-Swing 
to the right until you reach a gray building. 
Climb up onto the roof of the building and 
punch out the gunmen. Jump up the black 
ladders and you'll find a Power-Up that fully 
recharges your Life Bar. 

Walk to the right, along the rooftops, until 
you reach the right side of the screen and can’t 
go any further. Now drop straight down until 
your Spider-Sense goes off. Press C to stick to 
the wall. A Brutal Biker will roar past you! 

Diop to the ground when it’s safe 
and get ready to battle this brutal babe! 
When she drives at you, shoot Web Fluid 
and jump over the bike. Sometimes, the 
Fluid will hit; sometimes, it won’t. Just 
keep jumping and shooting. And make 
sure to take a picture of the bike! 

When you finally destroy the bike, it will drive off the screen 
and crash. Your Spider-Sense will go off again! Scamper up to 
the rooftops as fast as you can! It’s time to fight the Hobgoblin! 

Use your Web Fluid to shoot 
Gobby as he flies at you. Shoot 
diagonally for the best chance of 
hitting him. If you miss Gobby, he'll 
drop his pumpkin bombs at you. 
Dodge between the bombs. 

Take a picture of Gobby before you 
knock him from the sky. When he 
crashes and burns, you'll get the last key. You'll also discover that 
Hobgoblin isn’t alone. He’s been escorted by the vicious Venom! 
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Get onto the highest rooftop and 
stand in the middle. Venom will leap 
onto the roof to attack you. Duck 
down, face him, and shoot globs of 
Web Fluid. One of the globs will hit 
enon Socia himi off the roof. When he leaps back onto the 
roof, move away from him, then turn and shoot again. 

After you do enough damage, 
Venom will jump off the roof, go to 
your apartment, and capture Mary 
Jane! That’s it! It’s time to go after the 
Fat Man with everything you've got! 


LEVEL SIX: THE CAVERNS 


At the start of the level, you'll be 
attacked by a bat. Whack him and 
move to the right. Duck down and 
watch out for gunfire. The thug on the 
ledge fires three times, pauses to 
reload, and fires again. Jump up and 
attack him while he’s reloading. 

Walk to the right, drop down 
to the thug, and squat-kick him. 
Drop off the left side of the ledge 
and Web-Swing to the left, past 
the laser cannon below you. 
Then walk to the left to 
encounter the X479 Battle Robot! 
Take a picture of it, then use 
your Jump-Kick to destroy it. 


Walk to the left and fall 
down to the cavern floor. 
Then jump to the right and 
destroy the next robot. 
Jump up to the ledge on 
the right and jump over the 
laser bolts of the cannon! 
Duck and shoot Web Fluid at the cannon to gum it up. When it 
tries to fire at you, it will blow itself up! 

Fall into the hole to the left of the cannon. Crawl to the right, 
underneath two cannons. Follow this path until you encounter 
another X479! Toast it with a Jump-Kick, then move to the right 
and jump up the ledges. 


205 


Sega Genesis Secrets 2 


Fall down one ledge and 
collect the Power-Up, then move 
to the left to collect another one. 
Now return to the right. Stand 
on the ledge below the gunman, 
facing left. Web-Swing to the 
left, then jump up onto the 
gunman’s ledge. This is easier 
said than done, so it may take 
you many attempts before you 
pull it off. Just keep trying! 


Squat-kick the gunman and move to the 
right. Blow up the X479 and shoot the 
gunman on the ledge. Walk right and down, 
following the path. Beat up the gunman, 
then walk past him to the left. You'll have to 
destroy a laser cannon, then wind through a 
corridor of rocky stalactites. 

From here, it’s hard to get lost. Just keep 
moving to the right, shooting the gunmen — 
and laser cannons as you go. You'll stumble upon at least one 
Power-Up, and possibly a bunch of them. Keep going until you 
reach an area with three laser cannons on the right wall. 

Glob up the cannons to destroy them. Jump up to the 
highest cannon, glob up the cannon to the left, and Web-Swing 
to the ledge with the cannon. Walk to the left side of the cannon 
to collect a hidden Power-Up and recharge your Life Bar. 

There’s one more maneuver 
to pull off before you complete 
this level. Stand on the rubble of 
the cannon, facing to the right. 
Web-Swing to the right. As you 
swing back to the left, jump up 
and stick to the left side of the 
shaft above you. Then jump and 
stick to the right side of the shaft, 
just below the gunman. Finally, 
jump straight up and land next to 
the gunman. When you land on 
this ledge, you'll finish the level. 

This maneuver takes lots of practice (not to mention Web 
Fluid), so keep at it. Once you're through the Caverns, you'll be 
off to... 
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LEVEL SEVEN: KINGPIN'S LAIR 


At the start of the level, climb down until you find a Power-Up. 
Get it and then climb up again until you reach a white tunnel. 
Climb inside. 

There are lots of Power-Ups to be had in the tunnel. Climb 
down and around, searching every nook and cranny, By the time 
you reach the exit, your Life Bar and Web Fluid should both be 
topped out. 

When you exit the tunnel, you'll fall 
onto a ledge. Duck down and start 
shooting Web Fluid to hit your next 
attacker—Electro! He’s come back to take 
you on again! 

Shoot Web Fluid as soon as Electro 
appears on the screen. He’ll fly up to 
you, preparing to shoot, and be hit by 
your Web Fluid! Repeat this attack until 
Electro stops appearing! 


Drop straight down and 
move to the right until the 
Lizard appears! Beat him 
like you did before, by 
ducking and shooting as he 
charges you. Two bosses 
down, two to go! 


Walk to the right and the 
Hobgoblin will attack! Shoot 
your Web Fluid diagonally to 
knock him out of the sky. Don’t 
move too far to the right as you 
fight Gobby, or you'll have to 
fight Venom as well! 

Once Gobby is gone, walk 
right again. Your final foe will 
appear—Venom! Use the Web 
Fluid like crazy and blast 
Venom, staying as far away from him as you can. After you do 
enough damage, Venom will leap off the screen. Will you ever 
be rid of that guy? 

Move next to the flashing bomb. It should be flashing one 
color. Press Start to access the Option Screen. Select the key 
that’s the same color as the flashing. Now press A to insert the 
key into the bomb. The bomb will cycle through a bunch of 


207 


Sega Genesis Secrets 2 


different colors, then start flashing 
one color again. Return to the Option 
Screen and select the next key. Repeat 
this process until you’ve used all the 
keys. The timer in the lower-right 
corner of the screen will disappear, 
replaced by the word “Defused.” 
Now to find Mary Jane! 

Move to the right and crawl into the tunnel. Gather the 
Power-Ups in here. Crawl into the higher part of the tunnel, 
then the lower portion. Finally, crawl out to the right. 

Here he is! The Kingpin! Will our friendly neighborhood 
Spider-Man save Mary Jane? Or will the Kingpin scrape Spidey 
off the bottom of his shoe? See The Secrets to find out! 


SHH... THE SECRETS 
Defeating The Kingpin 

F ac Kingy is the toughest foe in 
the entire game, and that’s 
saying something! Your best 
strategy is to use jump-kicks 
to Kingy’s head—it’s the only 
weak spot on his body. Then 
get away by Web-Swinging; if 
you stay close to him, he’ll 
knock you into the wall with 
his fists! To make things even harder, you have to beat King 
Lard before Mary Jane is lowered into the fiery pit! Good luck! 


Four Bosses At Once 

On Level Seven, when you encounter Electro, don’t fight him. 
Instead, swing past him and move to the location of the bomb. 
Along the way, you'll attract all of the bosses—Electro, Lizard, 
Hobgoblin, and Venom. If you manage to defeat them all at 
once, you deserve a medal! 


Life Bar Recharge On Level Four 

If your Life Bar is low at the start of Level Four, go to the 
apartment, then immediately leave. You'll come back to the start 
of the level, where you can grab the first Power-Up in the tree 
again. Repeat your super-quick apartment visits until your Bar 
is maxed out. 
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Streets of Rage 


Distributor: Sega 
Game Type: Fighting 


WHAT’S GOING ON? 


Once, the city was a nice place to live. People were happy, life 
was good. Then the crime syndicate came to town. They stuffed 
money into the pockets of politicians who would turn their 
heads to the syndicate’s activity. They killed the politicians who 
wouldn't. 

Three young police officers saw the crime around them and 
tried to form a special attack unit, but they were stonewalled by 
the syndicate’s hirelings. Out of frustration, they quit the force 
and decided to tackle the syndicate on their own. They would 
sacrifice their lives if they had to—on the Streets of Rage! 


PLAYERS 


Streets of Rage can be played by one or two players. You can 
choose from one of three characters. Each character has his or 
her own strengths and weaknesses. 


209 


Sega Genesis Secrets 2 


Character Power Jump Speed 
Adam Hunter A A B 
Axel Stone A B A 
Blaze Fielding B A A 


If you begin a one-player game, a second player can jump into 
the action at any time (except for Round 8). The player doesn’t 
get to choose his character, but which character he gets depends 
on which character the first one is. 


Player 1 Is Player 2 Is 

Adam Hunter Blaze Fielding 

Axel Stone Adam Hunter 

Blaze Fielding Axel Stone 
SCORING 


There are tons of ways to score points in the game. 


Clear Bonus: 20,000 points for completing a Round. 
Enemies: The amount of points varies with each type of enemy, 
but the tougher he or she is, the more points you'll score. 

Level Bonus: 0 points (Easy), 10,000 points (Normal), 20,000 
points (Hard), or 30,000 points (Hardest). 
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Remaining Player Bonus: If you complete the game, you get 
anywhere from 1,000 to 4,000 points (depending on the 
difficulty level) for every life you have left. 

Time Bonus: 100 points for every second left on the timer. 


LIVES AND CONTINUES 
You normally start the game with three lives. You can change 
this to one, five or even seven lives on the Option Screen. Each 
life has the requisite Life Gauge that shrinks slowly as you’re hit 
by attacking foes. If the Gauge runs out, you lose a life. 

If you run out of lives, you can continue. You've got three 
continues; after that, you have to start over from the beginning 
of the game. 


CONTROLS 


Move Character Pause Jump 


Special Attack Attack 


WEAPONS 


The deadliest weapons in your inventory are your fists and feet. 
Adam, Axel and Blaze each have a devastating array of 
maneuvers and attacks. When two players are tackling the 
game, they can even co-operate to attack together! The manual 
included with Streets of Rage details all the maneuvers. 

You can find five different weapons along the Streets of 
Rage, either hidden in an object or being used by a hood. Knock 
the hood senseless to get his weapon, and use it by pressing the 
Attack button. 
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The Baseball Bat proves handy for knocking out pesky enemies. 
The Bottle is a jagged glass weapon with cutting-edge effectiveness. 
The Knife is a great close-range weapon that wipes out most 
enemies with one stab. 

The Lead Pipe is the biggest, baddest weapon. It can destroy 
groups of objects or crush groups of foes with one swing. 
The Pepper Shaker will cause an enemy to sneeze 
uncontrollably while you wallop them! 

Finally, you can count on the help of one good cop who will 
deliver the Special Attack—either a Napalm blast or Rocket- 
Powered Grenades, depending 
on the player who pressed the 
button. This attack will wipe out 


every enemy instantly, except 
for Bosses. 


SPECIAL ITEMS 


You'll find Special Items inside objects that you pass during each 
Round. Hit these objects to break them open and reveal the Items. 


The Apple recharges a bit of the Life Gauge. 

Beef fully restores the Life Gauge. 

The Cash Bag is worth 1,000 points. 

The Gold Bars are worth 5,000 points! 

The 1-Up is an extra life! 

The Special gives you one more Special Attack to use. 


FRIENDS 

Besides the Special Attack cop, the threesome of Adam, Axel 
and Blaze are on their own. But that’s the way they knew it 
would be! 


ENEMIES 

The Syndicate Boss has assembled the best mercenaries that 
money can buy. Each Round is teeming with baddies standing 
in your way. They don’t have names, so we'll give them names 
during the Strategy Session. 
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STRATEGY SESSION 
General Strategies 


This is one of the few fighting games where you can win equally well 
with any of the characters. Adam and Axel can both get you all the 
way through the game pretty easily. Only Blaze takes some exper- 
tise to win with, since she doesn’t have the power of the two guys. 

If you're playing a two-player game, remember that you can 
hurt each other. If you want, you can stage an impromptu duel 
by wasting all the enemies at the start of Round 1, and then 
going after each other’s throats. If you want to win at the game, 
though, cooperate. Each player should take one side of the 
screen, watching the other guy’s back as you advance through 
the game. 

Hang on to your Special Attack until you reach the Boss of 
each Round. Until then, you should be able to thrash your way 
through just about anything without needing extra help. 

You can do well using most of the attacks, but don’t spend 
too much time using the soften-up moves. Grab your enemies 
and use the power moves like the Shoulder Throw or the 
Backdrop to really knock them out. On the other hand, if you’re 
surrounded by foes, use your jump kicks to hit more than one 
guy at a time. 


ROUND 1: CITY STREET 


Your first opponent is the pesky common Thug, a red-haired 
guy with cut-off sleeves. Thugs will go down with a few 
punches and a Backdrop or Shoulder Throw, so have at them! 


Opponent number two is the Punk, with a spiky pink hairdo 
and a yellow outfit. Punks like to get in close and throw you, so 
make sure you hit them from long range. 
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Halfway through the 
level, you’ll come to a 
telephone booth. Attack the 
booth to reveal an Apple. 
Not bad. The next booth is 


I = 
hiding a Bottle. Better! Grab the 
Bottle and smash it over the head of 
the attacking Thugs. 

The Bottle’s nothing 
compared to the next 
weapon, the Lead Pipe! If 
you're good enough, you 
should be able to hold 


i 
f 


onto this weapon throughout the 
rest of the Round. 

After finding the Lead Pipe, the 
Martial Artist will find you! This 

i guy attacks with a devastating 
jump kick, but if you get in close, you can waste him easily. 
Attack him before you go after the wimpier Thugs. 

A green door will raise up 
later in the Round to reveal your 
latest opponent, the Whipette. 
She’s dressed to kill—and her 
whip is pretty deadly too! When 
you knock down a Whipette, 


EE OE ES E EA 


she’ll stay on the ground a 
moment before getting up. Don’t 
get too close, or she may spring up 
and attack you off guard. 

At the end of the Round, 
you'll face off against the 
Boomerang Boss. If you’ve got the 
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Lead Pipe, defeating him couldn’t be simpler. Just stay in the 
middle of the screen, at the top. When the Boomerang Boss 
walks into the upper-left or upper-right corner of the screen, nail 
him with the Pipe. 

Without the Pipe, it’s still pretty easy to win. Just get close 
and smack him, then use one of your power moves. 

You could use the Special Attack against this Boss, but 
before you do, read on. At first, each Boss’ Life Gauge is a 
particular color. As you get in your first few hits, the Gauge 
changes colors, and then starts shrinking. If you use the Special 
Attack before the Life Gauge has begun to shrink, it won’t do 
any damage, just change the color of the Gauge. 


ROUND 2: INNER CITY 


Bust open the barrels at the start 
of the Round to find a Pepper 
Shaker, handy for spraying into 
the face of an attacker. Remem- 
ber that the Shaker can only be 
used once. 
The Thugs i in this Round will start 
attacking you with knives that they’ll 
throw from long range or stab with close 
up. Knock the Knife out of a Thug’s hand 
and then stab him with it. You'll find the 
Knife most effective against your enemies. 
In the middle of the level, you'll find a 
1-Up underneath a barrel and a Lead Pipe 
in the hands of a Thug. Get them both! 


A while after getting 
the Lead Pipe, get ready 
for the Juggler! This 
pyromaniac juggles flam- 
ing torches that he throws 


at you. The torches prevent you 
from punching or grabbing. 
Instead, use your jump attack to 
knock through the torches and 
make contact with the Juggler’s 
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face! Later on in this Round, axe-juggling Jugglers will make 
an appearance. Use the same attack technique. 

= The end of the Round 
features a truly nasty Boss! 
Slasher wears two iron claws on 
his hands, and slices you to 
shreds when you get too close. 


The best way to take out 
Slasher is to approach him 
while staying directly above 
or below him. If you try to 
approach from the side, he'll 
slash you. Once you get close enough to grab him, soften him up 
and then go for a power move. Don’t take too long or the knife- 
wielding Thugs will get you. 


ROUND 3: BEACHFRONT 


Right at the start, you'll find a 
Bat underneath the pile of tires. 
You should be able to beat off all 
of your attackers until you reach 
the Thug with the lead pipe. At 
this point, trade up to the 
meaner, harder weapon. 

You'll see lots of action 
against the Thugs, Punks and 
other enemies, but nothing tricky. Make sure to bust open the 
tire stacks along the way to collect Beef. 

The Boss of the level is a 
pumped-up dude who runs 
across the screen like a shot, 
attempting to ram you. To 
deflate Mr. Massive, approach 
him vertically and grab him, 
then give him the old 
Backdrop. Move up or down 
afterward so that he won’t ram 
you. Repeat the grab-and-drop 
until he’s a goner. 
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ROUND 4: BRIDGE 


This bridge isn’t completely 
built, as you'll find out pretty 
soon into the action. There are 
gaping holes at several points. 
Use them to your advantage by 


eee throwing enemies into them. 
Hit the signs near the holes to 
get Special Items. 

Old enemies will take on 
new colors in this Round. The 
Punks will get yellow hair and 
purple outfits; the Whipettes 
will be decked out in jet black. They’re the same enemies with 
new looks, so use the old methods of beating them. 

The end Boss is a fire-breathing fatso 
who runs incredibly fast for his size! The 
way to take out this guy is to stay above 
him (not below, or 
you'll get fried) and 
move at him when 
he starts to run. 


Grab him from 
behind and then 
Vault over him with 
one press of the Jump button. Hit the 
Attack button repeatedly to do damage. 
Don’t try the Backdrop, because he’s too 
fat, and you'll get squashed under his lard! 


ROUND 5: ABOARD SHIP 


In this round, smash open the vents. You'll get the usual 
assortment of weapons and Special Items, which you'll need 
more than ever during this round. 
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Your enemies will attack in much greater numbers. This is 
the first time where you may want to use the Special Attack if 
things get too hairy. You'll find another Special Attack later on 
in the Round, so you'll still be ready when you reach the Boss. 

Start using your jump kick a lot more, since it can take out 
multiple enemies. The jump kick works better with Adam or 
Blaze, but Axel can still kick some butt with his knee smash. 

You'll encounter a mid-level Boss in this round: the 
Muscleman from Round 3! Defeat him the same way you did 
last time. 

Martial Artists will jump onto the Ship in droves after the 
mid-level Boss. This is another situation where jump kicks and 
the Special Attack come into play. 

The Boss is actually two Bosses: 
female martial artists! Their jump kicks 
are mean, but their harshest attack is a 
Backdrop all their own. 

Keep moving! Don’t stand still for a 
moment. When one of the girls jumps 
over you, turn and punch her as she 
lands, before she can turn around to 
attack. These sucker punches work best 
with a faster character. 

Another approach is to constantly jump kick, hoping that 
the girls will jump into the path of your oncoming foot (or knee 
if you’re Axel). This works sometimes, but can also end up with 
you getting worked over seriously. Use caution—and use your 
Special Attack when the girls are weak! 


ROUND 6: FACTORY 


The Factory is filled with 
treadmills rolling to the 
left, meaning that you 
have to walk against 
them to advance to the 
right. Try not to fight on 
these treadmills, since 
they throw off your 
timing and placement. 
The compressors are the most dangerous obstacles in the 
entire game (except for the Bosses, of course). To get past a 
compressor, move near it until a red light starts to blink. Run 
away from the compressor and it comes down, then run 
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underneath it as it rises 
back up. The compressor 
can squash your enemies 
as well as you, so try to 
lure them underneath it. 
The mid-level Boss is 
the flamethrower from 
Round 4. Attack him as 


before, and remember to stay behind 
or above him at all times. 

Your final fight in this Round 
isn’t one, but two Slashers! Go after 
one at a time, working on getting 
both of them damaged so you can 
use the Special Attack. You'll take a 
lot of damage from the tag-team of 
terror, but you shouldn’t lose more 
than one life. 


ROUND 7: FREIGHT ELEVATOR 


There’s a fantastic trick to use on this 
Round, if you’ve got the speed for it 
(along with a little luck). Move against 
the left side of the screen and punch as 
fast as you can. When the elevator comes 
to a stop, the enemies that normally pour 
out of the elevator door will be met by 
your fists! 

Sometimes, a few of the enemies can’t 
be hit until you move away from the 
door. Then they’ll come out, where you can thrash them and 
then throw them to the right, over the elevator wall! Use the 
throw against the enemies that attack from above as well. 

This is the last 
Round where a friend 
can join you, so if 
someone else is going 
to play, have them start 
playing now! You can 
use the help! When the 
elevator reaches the top 
floor, you'll enter... 


219 


Sega Genesis Secrets 2 


ROUND 8: SYNDICATE HEADQUARTERS 


Since the Headquarters is 
indoors, you can’t use the Special 
Attack during this Round. Too bad! 
What’s worse, if you're playing by 
yourself, another guy can’t jump in 
and help you! 

The Syndicate Boss lives a life 
of luxury. The floor is covered with 
serving trays and rolling tray 
tables. The stationary tables can be 
busted open for Items, but the rolling ones should be avoided, 
because they can run you down! 

There are lots of mid-level Bosses to fight through. The first 
one is the Boomerang Boss from Round 1. He’s still a total 
wimp, thankfully. The second encounter is with a Slasher. Evil 
dude number three is the Muscleman. And the fourth blast from 
the past is the Flamethrower. 

If you manage to fight your way to the door of the inner 
sanctum, you'll have to get past the two martial artists from the 
Ship in Round 5. The girls are the toughest challenge of the entire 
Round! Their skills have improved considerably. Defeat them 
both and you'll enter the inner sanctum of the Syndicate Boss! 

The Boss will make you an offer to become his right-hand 
man! You can say Yes or No. If, for some bizarre reason, you say 
Yes, you'll get a Bad Ending. 
What else would you expect? 

Do the smart thing and 
say No. The Boss, dismayed 
by your refusal, will raise his 


HELL» YOU FOUR YOUR HAY | 
SERE. WOULO FOU CONSIDER |> HO 
BECOMING MY Ri CHI-HARD 

MAN F 


hand and signal his 
guards to attack you. 
Pick up the Pipe at the 
Boss’ feet and use it to 
beat off the guards. 

After you waste enough of his guards, the Boss will get off 
his throne and attack you himself! Go after him with everything 
you've got! Good luck! 
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SHH... THE SECRETS 


Defeating the Syndicate Boss 


It’s best not to have a weapon 
when attacking the Syndicate 
H Boss. Move to the top of the 
: screen and use quick kicks to hit 
him when he charges you. He 
moves incredibly fast, so you'll 
have to kick with blazing speed! 


If you get too low, the 
Boss will stop and fire his 
machine gun in a wide spread 
almost guaranteed to hit you. 
This is why you should hug 
the top of the screen and fight 
from there! 
Deliver enough devastating blows to knock out the Boss and 
you'll have destroyed the entire Syndicate! The Streets of Rage 
are peaceful once again! 


Two Characters In a One-Player Game 


If you’re playing by yourself, there’s a trick that will help you 
get through the game. 

Start the game as Axel Stone. When you reach the top floor 
of Round 7, and are starting to walk inside, hit the Start button 
on the second controller. Adam Hunter 
will join the game as the character of the 
second player. 

The odds are that by the time you 
reach Round 8, you'll have used a 
continue or two with Axel. By starting 
Adam fresh, you'll have a few more 
chances to make it through the game. 
Another good reason is that Adam’s 
jump kick is better than Axel’s against 
the Syndicate Boss. 
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Strider 


Distributor: Sega 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Grand Master Meio has come from a faraway galaxy, bringing 
with him an army of robotic warriors. They have invaded the 
Earth, leaving destruction and death in their wake. The world as 
we know it is about to end. 

On a faraway island, a supersecret band of warriors known 
as the Striders has decided to act. They’ve sent out Hiryu, the 
strongest Strider, to rid the Earth of Meio’s armies—and to 
destroy Meio himself! 


PLAYERS 


Strider is for one player only. 


SCORING 


You score points by slicing and dicing enemies with your 
Plasma Sword (called the Falchion). You'll swing the Falchion as 
rapidly as you can press the button! 


222 


Strider 


LIVES AND CONTINUES 


You normally start the game with three lives. On the Option 
Screen, you can set this to four or five lives. 

Your Life Gauge starts out with three blocks. Every time 
you’re damaged, you lose a block. If all the blocks disappear, 
you lose a life. 

If your lives run out, you can continue up to three times. After 
that, the game is well and truly over (until you hit Start again!). 


CONTROLS 


Move Hiryu Pause Swing Falchion 


Jump 


WEAPONS 


You’re armed with the Falchion throughout the game. By 
slashing open Item Containers, you can find extra help in the 
form of Robots. There are three robots in the game. 


The Dipodal Saucer fires an electric blast every time you 
slash your Falchion. When you move, the Saucer moves with 
you, ramming into enemies and destroying them. You can 
have up to two Saucers helping you. 

Picking up a Saucer turns one of the blocks in your Life 
Gauge from green to red. If you lose that block by being 
damaged, you also lose the Saucer. 

The Terapodal Robo-Panther can be found when two of the 
blocks in your Life Gauge are red. When you get the Panther, 
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the red blocks will turn yellow. The 
Panther leaps and bounds around the 
screen for a short time, then turns back 
g into two Saucers. 
The Hawk Robot flies above you, 
destroying the enemies there. It doesn’t 
turn any of the blocks a different color, 
and it disappears fairly quickly. 


SPECIAL ITEMS 


Along with Robots, Item Containers have many other 
helpful devices. 


The Block Item (the Chinese symbol for Hi; see the Strider 
manual) adds color to one block in the Life Gauge. 

The Hiryu Item (the Chinese symbol for Hiryu; see the 
Strider manual) fills up the entire Life Gauge. 

The Invincibility Item (an orange Hiryu) makes you 
untouchable for a limited time. 

The Life Gauge Item (the Chinese symbol for Ryu; see the 
Strider manual) increase the length of the Life Gauge by 
one block. 

The 1-Up Item (a miniature Hiryu) gives you an extra life. 
The Points Item gives you 200 or 400 points. 

The Sword Item (a small Falchion) increases the length of 
the Falchion for a limited time. 


FRIENDS 


The other Striders have decided to pass on this mission. You’re 
going it alone. 


ENEMIES 


You'll fight through five rounds in the game. Each one has a 
Boss to kill before you can advance! 


Urobolos is the Boss of Round 1. This metallic snake will 
slice you with its sickle. 

The Captain is the Boss of Round 2. Not only do you have to 
slash him, but his companions, who practice deadly Kuniang 
martial arts! 

Captain Beard is the Boss of Round 3. Jump onto his Shuttle 
and slash him before he whips you! 

Lago is the Boss of Round 4. Watch out for Lago’s sharp 
spear attack! 
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Grand Master Meio is the Boss of Round 5. Beat him and 
you've saved the Earth! 


STRATEGY SESSION 


General Strategies 


If you have Sega’s Arcade Power Stick, turn on the Mega Fire for 
button B and you'll slash the Falchion at the speed of light (well, 
pretty darn close to it, anyway). The faster you can hit your 
enemies, the better. 

Remember that you can grab onto just about anything. Hiryu 
is one athletic dude, so don’t be afraid to try some outrageous 
jumps. The chances are good that you'll pull them off. 

Our guide to Strider uses the Normal mode of difficulty. In 
the Easy mode, the game is practically a pushover. Play in the 
Normal mode for a true challenge. 


ROUND ONE: KAZAFU 


As soon as you drop from your 
glider, start moving to the right. Use 
the Falchion to slash through the 
Russian Soldiers (the tall green guys) 
and the Scoundrels (the short guys in 
weird hats). 

When you reach the end of the ledge, leap to the right. 
You'll flip with the grace of an Olympic gymnast and land safely 
on a girder. Nice! Keep 
going to the right until you 
reach a wall. 

Leap onto the girder 
that the Soldier is perched 
on. Move to the left side of 
the girder and wait until the 
Soldier walks to the right. 
Then clamber onto the 


girder and slice the Soldier from 
behind. 

Run up the incline, slashing as 
you go to destroy the gun 
emplacements. Climb up to the 
top of the hill, slash the Scoundrel, 
and run down the right side of the 
hill past more guns. Wait near the 
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spikes until they raise up, then run 
or slide past them. 

Leap to the ground and walk 
to the right until you meet 
Strobaya! This buffed dude is 
pretty wimpy. Jump into the air 
and slash him off his perch, then 
stand on the ground and slice him 
s’more. He'll eventually blow up! 

Stand underneath the ledge 
that Stroby was on and wait until fireballs fall on both sides of 
you. Leap up to the ledge, and move upward until you reach a 
ledge that goes all the way across the screen. 

Run to the right and you'll hear an approaching Walker. 
This Robot fires a mean laser beam. Stand on one of the 
platforms above the slope to slash the Walker safely. 

The highest platform on the 
slope has a Container with a 
Block Item. Get the Item, then 
jump right and run up and over 
the hill. A flock of Mosquemen 
will appear when you reach the 
top of the hill. You can attack 
them or run past. 


At the bottom of the hill, move to the 
left. A secret room will open up. Walk into 
the room and squat between the two gray 
areas on the ground. Face to the left and 
start slashing.the Novo as it emerges from 
yy : the floor! The lines on the Novo will begin 
- to disappear as you do damage. When the 

last line disappears, the Novo will explode! 

Fall down the open chute 
to your right. Face left and 
slash as you fall to destroy a 
machine-gunner. Walk to the 
left, down the stairs. Move 
directly underneath the 
Container. Jump up to the 
ledge and pop open the 
Container for a Sword Item. 

Now walk to the right, 
down the second set of stairs. 
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Slash the single guard as you 
walk through the tunnel. You'll 
enter a meeting room filled with 
delegates. They aren’t talking 
politics, though; they’re talking 
about ree you! 


The delegates will jump into 
the air and form into Urobolos! 
Slash Urobolos in the head as fast 
as you can. Urobolos’ sickle will 
hit you as it moves to the left, but 
keep slashing. If you’re fast 
enough, Urobolos will only hit 
you once before you blow it up! 


ROUND TWO: SIBERIA 


Run to the right. Slash the attacking 
Siberian Wolves to avoid being torn 
limb from limb 
(blech!). When you 
Py reach a ledge with a 
Piali Container, open it up 
for a Sword Item. 

Move to the right until you spot an 
entrance. Slide through the entrance. If you're 
fast enough, you'll get past the entrance before 
the door closes. If you don’t make it, slash the door until it 
blows up and then slide before another door comes down. 

This big ape is the 
Mecha Pon! Get in close and 
slash him. When he 
explodes, jump onto the 
roof and start climbing up 
before shrapnel from the 
Mecha Pon hits you and 
does damage. 

Creepers will attack you 
in the next shaft, but de- 
stroying them is easy. Use the Falchion when the Creeper is 
directly above you and you'll destroy it! Stay on the left side of 
the shaft and destroy three Creepers this way. 


227 


te 


sawali Cee 


Sega Genesis Secrets 2 


At the top of the shaft is an area with large rotating ledges. 
Move to the left and get onto the tilting ledge. Wait for a smooth 
ledge to appear on the left, then leap onto the red stairs from 
below. Don’t jump when a spiky ledge appears, or you'll be hurt! 


Climb to the top of the red stairs and fall onto the ledge, then jump 
onto the red girder. Move quickly enough and you'll make this tricky 
jump! Walk to the right and get ready to fight a deadly Robot! 


To beat this assassin, move to the right, then the left. When 
the Robot flies down to attack you, jump 
and slash, or slide. A few attacks will 
destroy him. 

Now run to the right, down the hill, 
and keep running! Don’t stop for a 
moment, or the bombs will blow you away. 
At the bottom of the hill, jump off the edge 
of the cliff and you'll safely land on a steep 
slope. 


Walk to the right, hacking 
the attacking Wolves. Get the 
Points in the Container, then 
- f jump onto the ledge above you. 
Walk to the left. When it goes 
dark, watch out for the electric 
beams! Stay away from the 
generators or you'll get zapped! 


Walk slowly at the top of the hill 
and slash to destroy the Droid. Walk 
past him to the left and you'll spot a 
Container underneath a generator. 
Slash it open for a 1-Up! Grab it 
before (or just after) the generators 
go off. 

Leap up to the next ledge and slash 
the Droid there, then move to the right. 
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Stay on the high ledges. You'll find a 

ledge with a Droid below it. Blow up 

the Droid and climb to the top of the 
ledge. A Shuttle will appear! 


Jump onto the Shuttle and slash the 
Soldier. Dodge the falling parachute 
bombs. Another Shuttle will appear; 
jump up to it and continue to ride. Be 
ready to jump onto a third Shuttle 
shortly after boarding the second. 


The third Shuttle will take 
F you below a huge propeller. 
Jump onto the ledge to the right 
of the prop, then move to the 
left and leap over the two 


spinning parts. You'll land on a 
tilting platform. Jump straight 
up off the tilter and grab onto 
the ledge above you. 

Climb to the right and slash 
the cannon while hanging on the 
ledge. Then swing up onto the 
ledge, leap to the right, and slide to the right until you reach a 
control room. Bust through the door and kill the Captain! Then 
face to the left, safely inside the control room, and slash the 
attacking thugs. Dust all the thugs to finish the round. 


ROUND THREE: BALLOG 


Walk to the right and slash 
the laser cannons. You'll Pees 
reach a HUGE laser cannon [f `- 
on your right. Slide 0 
underneath the cannon and gang OO 
slash the panel to blow up ; A 
the cannon. 

Drop down into the 
“guts” of the Ballog. Ride the 
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platforms if you want to, or climb along the walls. Watch out for 
armed Soldiers and laser cannons. Drop as low as you can get, 
then walk to the right until you reach a narrow shaft. 

Fall down the right side of the 
shaft to land on a thin ledge. Open 
the Container for Points, then jump 
to the right to clamp onto the 
bottom of the Ballog. 

Move to the right and you'll end 
up back inside the Ballog next to a 
Container. Slash it open and grab the Invincibility Item! Move 
up the ledges and walls before the Item wears off and swing 
onto the ledge with the Droid. : À 

The wall to your left will start moving at 
you; keep walking to the right and slash the 
approaching Droids. When another. wall 
appears on the right, jump onto the left wall 
and start climbing up. The walls will start to 
close in on you! 

When the walls are very close, leap back ff 
and forth between them to speed your ascent. EB 
With skill (and luck), you'll leap out of the walls just before aay 
smash together. Close one! 

Run to the right before the Droid above you jumps off the 
Shuttle and attacks. Fall down into the shaft. Leap over to get 
the Container, but watch out for the device next to it—it will 
throw you off the ship! 

Drop all the way down the shaft and slash open the door. 
Walk to the right, down the tunnel. Leap onto the roof to slash 
the cannons, and hit the ground to get the Soldiers. Keep 
walking until you pass through a narrow tunnel. You'll start 
walking on the roof! 


Walk into the next tunnel 
section. Remember that when 
you jump up, you're really 
jumping down. Hurry through 
this section to enter another 
narrow tunnel and return to 
normal gravity! 

Walk to the right and use the 
Falchion to clear a path through 
the small metallic bombs. Walk to the right and then climb down the 
shaft to enter a huge spherical room. This is an Antigravity Robot! 
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To destroy the Robot, jump at it 
and let yourself be pulled into orbit 
around it. Now slash it rapidly as 
you spin around, turning constantly 
to face it. 

When the Robot blows, drop 
down the hole in the bottom of the 
room, then climb to the right as fast 
as you can, racing ahead of the fire engulfing the Ballog. Keep 
going until you spot enemies above you. pe 

Swing up and slice the enemies, 
then jump onto the Shuttle with Captain 
Beard aboard. A few tastes of the 
Falchion will take him down! 


ROUND FOUR: THE AMAZON 


Run down the steep slope, slicing open 
the Container at the bottom for a 
Saucer. Then move slowly up the right 
slope. Take a step onto the slope above 
the water, then run back to the left 
before the slope collapses! When the 
slope is gone, leap to the right and grab 
onto the wall. 

Climb up the wall, then move to 
the right. Jump onto a ledge with green vines on both sides. 
Wait there for Mosquemen carrying Item Containers. Slash each 
Mosqueman and collect its cargo, then wait for the next. Keep 
gathering goodies until you get an Invincibility Item. 

Jump to the right, climb up a 
level, then jump to the left. Move 
quickly to take advantage of your 
invincibility. Along the way, you'll see 
your first Amazons. Slash through 
them with the 
Falchion. 

Continue 
ascending up 
and to the right 
until you enter the next area of the jungle. 
Pause at the left side of the steep slope 
and a huge boulder will roll onto the 
slope! Follow the boulder down the slope 
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and leap to the right when you spot a green vine. Climb the vine 
and walk to the right to enter the next area. 

Fall to the ground and walk to the left edge of the screen. 
There should be a Container here; open it for Invincibility. Now 
run to the right. Don’t worry about the piranha or Triceratops- 
riding Amazons. 

When you spot the huge 
blue tail of the Brontosaurus, 
leap aboard. Walk to the 
right until you’re perched on 
the Bronto’s head! Wait until 
the Bronto stops moving, 
then leap to the right and 
you'll land on the tail of 
another Bronto! 


Walk to the right and leap 
onto the ledge when you spot 
it. The Bronto will disappear, 
and Lago will arrive! If you’re 
on the ledge, beating him is 
very easy. Just climb onto the 
vine and slash Lago’s head. 

If you’re on the ground, or 

ii have fallen off the ledge, walk 
to the right and onto the vine on the ground. Use this to leap up 
to the higher vine, where you can more easily fight Lago. 

After a few hits to the head, Lago will be beaten, but he 
won't explode; the level will just suddenly end! 


ROUND FIVE: THE THIRD MOON 


Slash the Droid and walk to the right. Jump onto the satellite 
dishes. Be sure to Falchionize the Walker on the middle dish. 
Then leap to the right and destroy a second Droid. Walk right to 
enter a new area. 

Run to the right, through the 
machine-gun fire, and leap onto the ledge 
with the gunner. 
Slash him silly, then 
use the white vines 
to leap onto the 
satellite dish. 

Slash the air 
behind the top of 
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the dish to reveal a Container with a 1-Up! Jump to the left to 
get the item and fall downward. Then move over to the right 
and slash through the Droid guarding the entrance to the next 
area. 

Walk to the right until you flip upside-down! Ride to the 
right on the metallic spike, then jump to grab onto the wall. Fall 
up and destroy the Walker, then move right. 

To get through this section, 
move past the three closely 
grouped spikes at the bottom of 
the screen, then leap to the 
bottom. Stay between the spikes 
and slash approaching attackers. 
Move to the right when the 
spikes recede. 

Eventually, you'll reach a 
shaft leading down. Climb into 
the shaft to fight another 
Antigravity Unit! Before you attack the Unit, climb to the 
bottom of the area and destroy the two Walkers there, then 
attack and destroy the Unit. 

When the Unit blows, fall down the right side of the shaft. If 
you don’t practically hug the wall, you'll miss the tiny ledge and 
fall to your death. Walk to the right and you'll have to destroy 
another Novo! Squat and slash until it’s history. 

Walk to the right and 
get ready to face a rogue’s 
gallery of enemies. First, 
destroy the two Droids. 
Then destroy the assassin 
Robot that you first saw 
back in Siberia. Move to the 
right and you 11 be surrounded by a dinosaur and a Mecha Pon! 
Move to the right, slashing the Pon until it explodes. 

The final opponent is Lago. Stay to Lago’s left! Don’t try to 
fight him from behind. With the Sword Item, you should be 
able to leap and slash his head 
while staying out of his claw’s 
range. Without the Sword Item, 
you'll probably die. If you die, run 
to the right when your next life 
begins to find a Container with a 
Sword Item inside. 
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When Lago goes down, Urobolos will appear, but he won’t 
attack you. Instead, jump on his back and let him give you a ride 
to the next area. Try to stay on the highest part of Urobolos at all 
times, jumping up as he moves upward. 

Wait until Urobolos starts slithering up and right. When you 
spot two ledges on the right, start slashing his head, because 
now Urobolos can hurt you—and you can hurt him! If you time 
it right, you'll destroy him at the same time you arrive at the 
two ledges. 

Jump straight up the ledges and you'll meet up with the 
man himself, Grand Master Meio! See The Secrets for help, or 
take him on alone. Good luck, Hiryu! 


SHH... THE SECRETS 


Defeating Meio 


Leap up the ledges until 
you're standing on the second 
ledge from the top. Slash 
rapidly at Meio. Turn to face 
him as he moves back and 
forth. He’ll do damage, but 
not enough to prevent you 
from destroying him and 
winning the game! 


Hidden Panda Bear 


In Round 3, fall into the “guts” of the 

Ballog (just past the huge cannon) and 
a í keep moving to the left side. You'll find 
: ; several ledges with bombs on them. 
Slash the bombs. On the highest ledge, 
when you slash away the bombs, a 
panda bear will appear! It doesn’t add 
to your score or give you anything 
important; it’s just an Easter Egg for 
you to find. 
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Distributor: Sega 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


Yo, wha’sup! Toejam and 
Earl were cruisin’ the 
galaxy in their mega-funky 
Rapmaster Rocketship 
when Big Earl decided he 
wanted to drive. Next 
thing you know, the 
Rocketship’s crashed into 
O © Earth and broken into ten 
pieces! Time for some 


serious jammin’ and searchin’ for 
the pieces of the ship! 


PLAYERS 


Toejam and Earl can be played 
by one or two homeys. The 
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game’s a lot different with two players (and a LOT more fun!). If 
you don’t have a fellow poindexter, go get one! 


SCORING 


You’re a wiener. Or at least you are at the start of the game! You 
have to score points to earn higher ranks. There are two ways to 
score (we’re talking about the game, of course): by opening 
presents and by uncovering terrain tiles. 

: Whoa, what’s this terrain 
tile stuff?!? Well, there are 
tons of different levels that 
you gotta search. Each level 
has got a map, but it’s 
covered with terrain tiles. As 
you explore each level and 
fill up the map, the terrain 
tiles disappear. 

Okay, so let’s rap about 
presents. You’re gonna find 
lots of them during the game. Every time you open one, you'll 
get whatever’s inside. Sometimes this is good, sometimes this is 
bad. Check out the Strategy Session to find out which is which! 

Here are the ranks and the points you need to reach them. 


Wiener 0 Points Yo, wha'sup! 
Dufus 40 Points 

Poindexter* 100 Points 

Peanut 180 Points Š 

Dude 280 Points , 

Bro* 400 Points — 
Homey 540 Points 

Rapmaster 700 Points 

Funklord* 880 Points 


(* indicates an extra life awarded) 


LIVES AND CONTINUES 


You’ve got three happenin’ lives at the 
start of the game (indicated by the little 
stars). Each life has a Life Gauge. The 
Gauge goes down when you’re hurt by 
enemies; it goes up when you eat food or 
get healed by an Archbishop. If the 
Gauge goes bust, your soul floats up to 
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Heaven (do they have rap music up there?). Every time your 
rank goes up, your Life Gauge gets a bit longer. 

You can get extra lives by reaching certain ranks. The chart 
above shows the ranks you want! You also get another life by 
opening an Extra Life package. 


CONTROLS 
Move Toejam Pause The Rapmaster 
and/or Earl Progress Chart 


Jammin' Check Out 
All-Purpose Your Inventory 
Action Button Gaze At Your 
Current Map 


WEAPONS 


Toejam and Earl don’t have any weapons at the start of the 
game. They have to find and open certain presents to get them. 
Check out the Strategy Session on Presents. 


SPECIAL ITEMS 


The presents are the Special Items, bro. Look at Presents below. 


FRIENDS 


Toejam is a three-footed rapmaster. His Life Gauge is 
slightly smaller than Earl’s, but he can walk slightly faster. 
Earl is a big-bellied jammer. His Life Gauge is slightly larger 
than Toejam’s, but he walks slightly slower. 


You'll meet up with three people during the game who'll 
perform certain services for a price. You’ve gotta cough up 
some dough! 
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The Archbishop will refill your Life Gauge for 
one Buck. 


The Wiseman will identify any mystery 
present in your inventory for two Bucks. 


The Opera Singer will destroy all the enemies 
on the screen for three Bucks. 


ENEMIES 

There’s a decided lack of coolness on planet Earth. Just about 
everyone’s out to waste Toejam and Earl. Most of the time, you 
just have to avoid these wieners, but sometimes, you can go on 
the offensive with weapons. 


STRATEGY SESSION 


General Strategies 

Play with a buddy, a pal, a friend, a partner, a homey, a fellow 
citizen...just play with someone else, okay? You'll have a 
disgusting amount of fun. 

Don’t waste too much time sneaking 
around. The only time you should sneak is 
when you need to collect a bunch of presents 
around a sleeping wiener. At the higher 
levels, no one will be sleeping anyway! 

Check the map often. Sometimes, you'll see an elevator or 
rocket part on the map, even if you didn’t see it on the screen! 

You can’t be hurt when you’re in the elevator. In a two- 
player game, you can hide in the elevator while the other guy’s 
out risking his neck! 


THE TOE-JAMMIN’ HIP-HOPPIN’ RAPMASTER’S 
' GUIDE TO VICTORY 


Bucks 


You can find Bucks lying around, or by opening a present with 
Bucks inside. Bring up the Present List to see how many Bucks 
you've got. 
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You use Bucks to order presents from mailboxes. Walk up to 
a mailbox and you'll be asked if you want to Mail Order. Select 
Yup and you'll get a choice of three presents. Some mailboxes 
are actually monsters, so be careful! 

You also use Bucks to buy the services of the Archbishop 
(healing), the Wiseman (present identification), and the Opera 
Singer (soprano death!). See Friends above. 


Enemies 


You’ve got many fiendish folk after your alien hide. A few of 
them require special techniques to get past. Here are some of the 
worst enemies you'll face. 


Bees will buzz you incessantly, and they 
can fly over space, so you can’t just run 
onto a narrow ledge. Get them off the 
screen or plant a Rosebush. 

Bogeyman is almost invisible. You can see 
his ghostly outline when he’s moving 
toward you. Get away from him! 

; Chickens walk around and fire a 
tomato cannon in your direction! Keep 
moving or the tomatoes will hit you 
where you stand. 

Cloud People are fast, and zoom in on 
you. Use Rosebushes or Decoys to get 
them off your trail. 

Cupid flies above you, shooting arrows 
of love. If you’re hit with an arrow, your 
controls will become weird (push left 
and you walk up, push up and you walk 
down, and so on) for a short time. You 
can knock Cupid out of the air with 
Icarus Wings or Spring Shoes. 

Devils sleep a lot. When they wake up, they bounce and hop 
around. They’re easy to get past as long as you’re careful. 

Ice Cream Trucks drive quickly, and will squish you flat. Don’t 
scream for Ice Cream—run away from it! 
Lawnmower Man is a heinous guy 
who will chase you down with his gaz- 
guzzling blade on wheels. Stay away! 
Moles are the worst enemies in the 
game! They burrow through the 
ground. If they catch you, they'll 
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shake away some of your presents! Get 
some water or space between you and 
the mole. 
Sharks infest the water, and they’re 
always hungry. Don’t become a snack! 
Always get in and out of the water 
quickly. 
Tornados come out of the sand to 
encircle you! If a Tornado grabs you, it 
will move andomi for a while before 
dumping you. If it flies into space and 
stops, you're gonna fall. Avoid Tornados 
by jumping into water or doubling back 
on them when they get too close. 


Food 


You’ve lost energy and you can’t charge up? Yes you can! Just 
eat some of the food you'll find around the levels. Yeah, the 
food’s sitting on the ground, but a little dirt never hurt anybody 
(especially not rapping aliens). 

Toejam and Earl say different things, 
depending on the type of food they just ate. 


Jammin"! 


Great Food “WOW!!!” 
Good Food “YUMM!” 
O.K. Food “NOT BAD” 
Kinda Bad Food “ICK” 

Bad Food “YUCK! 
Terrible Food “GROSS!” 


Obviously, Great Food is the best food to eat, while Terrible 
Food is the worst. There are too many kinds of food to list here, 
but here’s a guideline: if it’s junk food, eat it. 


One Player Or Two? 


You can play solo, or do it with a friend (once again, we’re 
talking about the game!). There are lots of things to consider in a 
two-player game. 

You can walk in different directions and split up. The screen 
will be cut in half, with each player getting one half. You can 
explore more territory this way. 
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You can also stay on the same screen and work together to 
explore, defeat enemies, and gather presents. When both of you 
are on the same screen, and one of you opens a present, it affects 
both of you! You can use presents much more efficiently this way. 

If Toejam lands on Earl (or vice versa), the landee will be 
flattened, but he won’t take damage. 

On the lower levels, split up to explore more efficiently. On 
the higher levels, stick together and explore as a team, because 
the enemies will be tougher. 


Presents 


You can carry up to 16 presents at once. If you’re filled up, and 
find a keen new present, drop a less important present and pick 
up the better one. You can also drop presents and give them to 
your partner. 

Every present is unknown at first. These presents have 
question marks next to them. After you open a present for the 
first time, you'll know what it is from then on. 

There’s one present that is always unknown. It’s called the 
Mystery Present. It’s black with a big yellow question mark on 
it, and it can be real good or totally bogus. The Wiseman can ID 
a Mystery Present, but he’ll have to do each one separately. 

Whenever a present is opened, something happens. 
Sometimes it has an instant effect (like Decoy or Food), and 
sometimes it lasts for a while (Spring Shoes or Rain Cloud). The 
instant goodies are called (surprise) Instant Presents, and the 
lasting ones are Action Presents. 

We haven't told you about every Present, so that you'll be 
pleasantly surprised by a few of the things you discover! 


Jammin’ Action Presents 


Icarus Wings 

The keenest item in the game! With these on, 
you can fly above all of your enemies and 
even soar into space! You should save the 
Wings until they’re absolutely necessary. 


Innertube 

A styling way to float along the top of the 
water, instead of swimming and running out 
of air! The A button doesn’t do anything with 
this Action Present. 
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Rocket Skates 

Press the A button to crouch down, and then let 
go to catch air! You can’t steer the skates when 
you're in the air, so be careful! If you're out of 
control, you can rocket into space and fall down 
several levels before you know what happened. 


Rosebushes 

Plant these into grass and they'll sprout into 
thick thorny things that your enemies have to 
walk around. Be careful that you don’t poke 
yourself on them! 


Slingshot 
What better way to attack your enemies than by 
slinging tomatoes at them? A long-range weapon. 


Spring Shoes 
Use these pumped-up shoes to jump long distances. The longer 
you hold down the button, the farther you'll jump. 


Super Hitops 

Hold down the A button to run almost as fast 
as Sonic the Hedgehog! If you run off a cliff, 
you'll take a leap. 


Tomatoes 
Splat! Throw these lovely fruits at your foes. 


Bogus Action Presents 
me | Rain Cloud 
— Lightning bolts are fallin’ on your head! You 
can dodge a lot of the bolts by staying 
underwater. 


Tomato Rain 
Watch the shadows of the falling tomatoes to avoid them! 


Jammin’ Instant Presents 

Decoy 

An inflatable Toejam or Earl that will attract 
the attention of nearby enemies until it pops. 
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Doorway 

Makes a door appear near you. Walk into the door and you'll 
reappear in a random location on the same level. Don’t use the 
Doorway too close to a cliff, or the door might appear in space, 
where you obviously can’t walk into it. 


Extra Buck 
One handy-dandy Buck. 


Extra Life 
One more life to live. 


Food 

An unknown edible. This package is random; sometimes the 
food is good, sometimes it’s bad! You'll get jammin’ food about 
70% of the time. 


Fudge Sundae 
Great Food! ‘Nummy for the tummy! 


Jackpot 
Five Bucks. 


Promotion 
Kicks you up one rank instantly (Wiener to Dufus, Dufus to 
Poindexter, and so on). 


Rootbeer 
Not only does this heal you, but it also makes you belch for 
quite a while. A great way to gross out the other player. 


Telephone 

This item causes a random number of 
random terrain tiles to be revealed on the 
map. The squares revealed by El Telefono 
will be slightly darker than normal until you 
explore them. 

Sometimes, you'll hear a Telephone ringing during the 
game. If you manage to find it and pick it up, you’re a lucky 
dude! It appears in a random location, so just look around 
wherever you can. 
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Un-Fall 

This will get you out of the quicksand, but Earl says, "It's bogus 
when I fall down a level. I use Un-Fall to get back where I was. 
Toejam likes it, too." Stock up on these! 


Bogus Instant Presents 


Randomizer 

All of the presents that you have change into different presents, 
and you won’t know what any of the presents are. You have to 
start learning what they are all over again! 


Total Bummer! 
Open this present and you lose a life instantly. 


Terrain 
There are three types of terrain to trod upon. 


Grass is generic green stuff. You walk across 
it ata medium speed. It’s the only terrain that 
you can plant Rosebushes in. 


Sand is not-so-grand. You walk across it very 
slowly. You'll gradually sink into the sand 
until you touch grass, road, or the other 
player (in a two-player game). 


Road is awesome asphalt. You walk faster on 
Road than on any other terrain. Your enemies 
don’t walk any faster on the Road (lucky you). 


There are two types of terrain that you don’t walk on: Water 
and Space. 

When you jump into the water, your Life Gauge slowly 
decreases to show your decreasing supply of air. Get out of the 
water before the Life Gauge runs out and it will refill to where it 
was when you first leaped into the drink. If the Gauge runs out, 
you drown! 

If you fall off a cliff, you'll drop into space and plummet 
down one level. 


244 


Toejam and Earl 


Sometimes, terrain will 
appear when you walk along 
the cliffs. These hidden ledges 
often lead to important items 
and elevators! If you’re stuck on 
a level, walk along the cliffs and 
you may cause a hidden ledge 
to appear. 


SHH... THE SECRETS 


Do you want to win the game? Of course you do! So here are 
some strategies to use. 

When you've opened and identified the most important 
Action Presents, like the Icarus Wings and the Extra Life, don’t 
bother opening new presents. You may get a Total Bummer, or 
even worse, the Randomizer, which means that you have to start 
identifying presents all over again. On the higher levels, that can 
be fatal. If you really want to know what a present is, pay the 
Wiseman to find out. 

On the lower levels, spend your time wandering around, 
uncovering terrain tiles and scoring points. On the higher levels, 
just find the rocket part and elevator ASAP. With the speedy 
enemies on the higher levels, you don’t have any time (or Life) 
to waste! 

Avoid your enemies! Stay as far away from them as you can. 
Even when you have a weapon, don’t use it unless you really, 
really have to. 

Don’t get close to mailboxes on the 
higher levels. The odds are that they’re 
really mailbox monsters, which run 
extremely fast and do lots of damage. Just 
make do with what you find. 

Watch out for the hula dancers, too. 
While Toejam and Earl are distracted by 
the gyrating hips of the lovely ladies, their 
enemies will walk up and hit them! 

That's it, bro. Take your time, use your items, and put your 
ship back together so you can fly back to planet Funkotron for a 
most triumphant reward sequence! 
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Superstar Sports 
Games 


From green to gridiron, the Genesis has many outstanding 
sports games. Floor your opponent with a mighty uppercut in 
James “Buster” Douglas Knockout Boxing. Or give him a bone- 
crushing tackle in John Madden Football. Or slam-dunk in his 
face with Pat Riley Basketball! Which sport do YOU like best? 


ARNOLD PALMER 
TOURNAMENT GOLF 


WHAT’S GOING ON? 


Arnold Palmer is the living legend of golf. With his amazing 
skills, Palmer attracts huge crowds at every tournament he 
enters. The crowds are nicknamed “Arnie’s Army.” Now you 
can assemble your own army by entering the World Pro Golf 
Tour and trying to become the best golf player in the world! 
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STRATEGY SESSION 
Teeing Off 


Most of the time, you'll be facing directly at the pin when you tee 
off. This is not usually what you want to be doing. Often, if you 
shoot the ball straight at the pin from the tee, you'll end up in the 
rough. Carefully examine the overhead layout of each hole on the 
left side of the screen, then aim your shot accordingly. 


On The Fairway 

The basic procedure to use for each shot is simple. First, determine 
the yardage to the hole. Then look at the club yardage chart in the 
back of the manual. Match the yardages to 
determine the best club for the situation. 
It’s better to choose an overpowered club 
and swing at less than full power as 
opposed to choosing an underpowered 
club and swinging at full power. 

Don’t ever adjust your golfer’s stance. 
Just use the aiming arrow to determine the 
direction of the shot. Adjusting the stance 
puts too many aiming factors into use, and you don’t need to make 
your shots any more confusing then they have to be. 


Putting 
The arrows on the green show the 
sloping direction of the green. The 
slopes are usually pretty mild, so don’t 
aim at all unless the putt is quite a 
distance from the hole. 

Never get overconfident on the 
green! Even professional golfers can 


casually walk up to a one-yard putt, 
swipe at the ball, and blow it! in 
Concentrate on each and every putt : a 


until you’ve holed out. 


SHH... THE SECRETS 


Hidden Game 
If you take 100 strokes on any one hole, the words GAME OVER 
will appear on the screen. Press Up twice, Down twice, Left, 
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Right, Left, Right, B and A and you'll be warped into a mini- 
version of Fantasy Zone! Use B and C to fire at the attackers. 


Tournament Password 


Go to the password screen. Enter lowercase Fs on the top row of 
the password, and enter 9s on the bottom row of the password. 
This will enter you into a tournament with an old man for a caddy! 


JAMES “BUSTER” DOUGLAS 
KNOCKOUT BOXING 


te Sad te Ee ed ted FE ed 


WHAT’S GOING ON? 


James “Buster” Douglas knocked out the seemingly invincible 
Mike Tyson to become the Heavyweight Champion of the 
World. Now you can step into Buster’s shoes and defend the 
title against the biggest, baddest boxers in the ranks. 


STRATEGY SESSION 


Moving Up The Ranks 


During the defense matches, you should be 
able to breeze through your opponents. They 
will walk right into your jabs and straight 
punches. Just drive them back into the ropes 
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and unleash a flurry of blows. Most of your 
opponents will go down and out in the 
first round! 


Defending The Title 
Once you win the 
title belt, your oppo- 
nents will get 


tougher. Now 
you'll have to use 
your power 


punches—the 
hook and_ the 
uppercut. To use 
them, get in close 
by crouching, 
then stand up 
and punch. If 
you try to walk 
in to your oppo- 
nent, he’ll knock you back 
with straight punches and jabs. If 
you can get your opponent onto the ropes, the slow uppercut is 
your best chance to get a quick KO. 


SHH... THE SECRETS 


Sound Test 


Press Start on Controller 1, then 
choose a one or two-player 
game. Hold down C and Start 
on Controller 2, then press Start 
on Controller 1. 


Secret Opponent 


If you win four matches to gain 
the heavyweight belt, and then 
win four defense matches, 
you'll take on a secret 
opponent. His name is Iron Head, and he’s tougher than anyone 
you've fought before! Good luck—you’ll need it! 
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JOE MONTANA FOOTBALL 


WHAT’S GOING ON? 

Joe Montana has led the San Francisco 49ers to an amazing four 
Super Bowl victories, and now he brings his winning touch to 
the Genesis. You can become Joe and take the helm of the 
Niners, or go with a lesser team. It’s going to be a long road to 
the Sega Bow!! 


STRATEGY SESSION 


Offense 


Throw the bomb! The computer 
opponent can be burned constantly 
for big yardage. We had great 
success with the Shotgun formation 
and the Deep Pass play. In fact, 
running plays should only be used 
when you need a few yards for a first 
down or touchdown. 


Defense 


On normal defense, use the Nickel 
formation and Double Team play. This gives 
you control of the quick left cornerback. 
Move up to the line of scrimmage. When the 
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ball is hiked, blitz in through the middle of the line and press B 
to hold your player’s hands into the air. You can often deflect 
the pass or get a quarterback sack. 

On punt defense, gain control of the player in the middle of 
the line of scrimmage (known as the nose tackle). Move him 
slightly to the right, so that his blocker will miss him. When the 
ball is hiked, run through the middle and hold down B to put 
your hands into the air to block the punt. Make sure to line up 
vertically with the punter. 


Kicking 

There aren’t any real tricks for this. Just be sure to get the ball 
away fairly quickly when you’re punting. The computer is good 
at scampering into the backfield and blocking punts. 


The Sega Bowl 


In the Sega Bowl, the computer opponent will 
be almost unstoppable on offense. Your 
tacklers will bounce off the computer’s men 
like rubber balls. The best strategy is to 
outscore the computer while running down the 
clock. The ideal situation is to take the lead 
without enough time for the computer to move 
down the field and score again. Good luck! 


JOHN MADDEN FOOTBALL 
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WHAT’S GOING ON? 


John Madden coached the Oakland Raiders all the way to the 
Super Bowl, then became the best-known football analyst on TV. 
Now he’s lent his expertise to the best football game ever seen. 
Become the coach of one of 16 different teams, all fighting to 
become the World Champion! 


STRATEGY SESSION 


Offense 


Every team will have its own 
good and bad plays, depending 
on the team you're playing with. 
There is one very dependable 
play that works with every team, 
the Cross Pass. Choose Normal, 
Pro-Set and then Cross Pass. Hike 
the ball and throw to the C 
receiver. He’ll have run deep 
down the right side of the field. When he gets the ball, start 
running up the sideline. With a speedy receiver, you should be 
able to score a touchdown about 75% of the time with this play. 
Combine this play with the "keep the ball" kickoff trick and the 
mega-cool defense below and you'll be a scoring juggernaut. 
Our highest score is 277 to 0 (All-Madden vs. Pittsburgh). 


TOUCHDOWN: 


Defense 


Once again, every team has good and bad defenses, depending 
on the skills of the players. The defense we use works best with 
teams that have a speedy left cornerback: Atlanta, Buffalo, 
Kansas City, Los Angeles, Philadelphia, Pittsburgh, and San 
Francisco. Choose the Dime, Cover, and CB Blitz. When your 
opponent breaks out of the huddle, press B once to switch 
control to the left cornerback. 
Move him right up to the line 
of scrimmage. When the ball is 
hiked, blitz into the backfield 
and sack the quarterback! 
Using this single play 
continuously, we were able to : 
achieve five safeties and twenty [f 
sacks in a single half! 
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Kicking 

Kickoffs: Here's how to keep the ball when kicking off. First, 
make sure the cursor is on the kicker. Then press C rapidly so 
the power meter of the kick is very low. Finally, press A rapidly 
so that when the kicker kicks the ball, he'll immediately leap for 
it. If you succeed, the screen will say "Kicking Team Recovers!" 
and you get the ball near the 50-yard line! 


Extra Points: Don’t worry about the power level, just kick the 
ball as soon as possible. If you wait for the kick power to 
increase, the kick will often be blocked. 


Field Goals: If you can’t see the goalposts on the screen, use the 
marks in the middle of the field to aim the kick. 


SHH... THE SECRETS 
Passwords 
~ There are tons of 
— passwords in this game. 
a We can’t print them all, but 
here are some of them. 
How many passwords can 
io you discover? 
ail 
Z A 


Snow Games: 
Use these passwords to play in the cold white stuff. 


San Francisco at Washington: 4302300 
Minnesota at Chicago: 6002300 
San Francisco at Chicago: 5102300 


Muddy Games: 
Use these passwords to play in the mud! 


Miami at Denver: 4422600 
Cincinnati at Miami: 7302300 
Cincinnati at Denver: 5114500 
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LAKERS VS. CELTICS 
AND THE NBA PLAYOFFS 


ORs LAKERS SS, 


-= 
-- 


“CEN 


AND THE Å PLAYOFFS 


WHAT’S GOING ON? 


Throughout the 1980s, the Los Angeles Lakers and the Boston 
Celtics had the greatest rivalry in all of professional sports. Now 
you can relive all the excitement of their encounters, or pit them 
against other explosive NBA franchises like the Chicago Bulls 
and Detroit Pistons. Take the court and show your stuff! 


STRATEGY SESSION 


Offense 


This game is heavily biased toward offensive play. If you score 
150 points in a game, you’re probably the losing team! You’ve 
got to learn to score on almost every possession if you want to 
walk away the winner. 

The best scoring strategy in this 
game is to drive into the paint and 
go for the bucket! Whenever one of 
your players gets into the lane, hold 
down the A button and he will 
almost always dunk or lay up the 
ball. The only danger in doing this is 
that you will sometimes draw the 
charge by running into a defensive player as you jump up to stuff 
the ball. Try to get behind the defensive coverage before you dunk. 
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Keep in mind 
that the players on 
each team play just 
like they do in real 


WORTHY Les | ~ stg 4 BIRD life. Larry Bird can 
“ oe So Bes shoot the ball from 
Sai Y = anywhere on the 
A TER court, while Michael 

ere a .. - PARISH Jordan can slam and 


jam untouched if he 
gets into the lane. 
Don’t try to make 
your players do 
things they can’t do. 


JOHNSON -7 


SCOTT 


Defense 


Defense is almost impossible in this game. Blocks are VERY rare, 
and if a player wants to drive to the basket, he probably will. 
Your best defensive weapon in this game is the steal. Use the C 
button to go after the ball. 


Rebounding is another difficult skill. When you’re near the 
ball, press the A button to pick it up (or jump for it). Don’t get 
frustrated if the other team seems to get the rebounds you can’t. 
Remember, this game is biased to benefit the offense. 

Since the computer plays such fantastic defense against you, 
let it play great D against itself, too! Instead of switching from 
man to man and trying to steal the ball, limit yourself to one 
player and cover your man. Let the computer do the rest. 


SHH... THE SECRETS 


You collect passwords as you go, but we don’t want to spoil the 
game. Just play on your own and write down the passwords 
you get! 
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NHL Hockey 
| 


WHAT’S GOING ON? 

The sound of skates whispering along the ice, the power of a 
slap shot ripping through the goalie for a score, the violence of 
fists crashing into faces—the NHL is all this, and more. Take the 
helm of your favorite NHL squad, and coach them to hockey’s 
grandest prize, the Stanley Cup! 


STRATEGY SESSION 
Game Set-Up 


Since you can control many aspects of the game, it’s important 
to decide how to set them up. What you choose will have a large 
influence on the game. 

Period Length can be set to 5, 10 or 20-minute periods. The 
NHL plays 20-minute periods, but you may not be in the mood 
to play that long. The shorter time periods are better for multi- 
player action, while the longer time periods are better to play 
against the computer (for practice). 

Penalties can be set to Off, On Except For Off-Sides, and On. 
Without penalties, the game tends to degenerate into check 
exchanges, with skill taking a back seat. Turn penalties On if you 
really want to play NHL-style. You'll find that some players do 
great when penalties are Off, but fill up the penalty box in 
moments with the penalties On. 

Line Changes can be set to Off and On. With line changes 
On, you have to constantly swap your players in and out of the 
game. This option isn’t really necessary to enjoy the game, and 
we usually leave it Off. 
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ATTACKING 

Against the computer, one 
maneuver stands out above all 
the others. Used properly, it can 
net you more than 50 goals in a 
single game (if you’re coaching 
one of the All-Star teams). We 
call it the Wing Attack. 

Skate down the ice on one 
side of the rink. When you pass 
the blue line, and just before 
you touch the face-off circle, 
start skating straight across the 
rink. The computer goalie will 
move with you, but you'll have 

a 4 a moment when you can 
whack the puck into the side of the net, just as you pass the 
goalie. Shoot and score! 

The Wing Attack takes practice, but you'll soon get the hang 
of it, and you'll soon start banging in goals left and right. Once 
this technique is mastered, start playing with the poorer teams, 
working your way down to San Jose. If you can consistently win 
with the Sharks, you’re an expert. 

There’s another attack to try that, while not as successful as 
the Wing Attack, looks neater. It’s the Behind-The-Goal Attack. 
Simply skate behind the net, then skate in front to shoot. 
Sometimes, you'll have a shot at the side of the net across from 
you; other times, you can punch it into the side nearest to you. 
But most of the time, the goalie will be there to save. 
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The third attack we like to use is the least successful of all, 
but the funniest to watch. It’s the Goalie-Clearing Attack. Have 
one of your players check the goalie right out of the crease! The 
goalie’s pretty tough, so most of the time, your player will go 
flying instead of him. But occasionally, you'll knock the goalie 
out of the way, giving another player an easy shot on goal. 


DEFENDING 


Use all the methods of defense at your disposal. Holding is a 
good strategy against a passing team; by holding your man, he 
might be out of position for a pass, allowing your team to steal. 
Don’t be afraid to reach in with the stick, either; you can often 
knock the puck away from the attacker. 

Checking should be your last resort. You'll draw far more 
penalties by checking than by anything else. When you do 
check, hit the checkee from the front. If you hit him from behind, 
you're asking for a Hooking call. 


FACE-OFFS 


When you're taking a face-off in the 
opponent’s blue-line area, and you get 
the puck, quickly bang a shot into the 
far side of the net. Against the computer, 
you can score often. 


PENALTIES 


You’ve certainly noticed that after the whistle blows, you still 
control your players. You can even check the other team’s 
players! Doing this is asking for penalization, but it’s still fun to 
take out your frustrations on the other guy. 


FIGHTING 


Stick and move is the key. Skate 
away from the other guy to dodge 
his punch, then skate in to throw an 
uppercut or body blow. You should 
be able to win at least 90% of your 
fights against the computer. 


SHH.. THE SECRETS 
With all the strategies here, who needs secrets? Just hit the ice 
and have fun! 
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PAT RILEY BASKETBALL 


WHAT’S GOING ON? 

Pat Riley coached the Los Angeles Lakers to many NBA Finals. 
He was the driving force behind the Lakers’ unstoppable offense 
and stingy defense. Now play a basketball game that Pat would 
love—with fast breaks, slam dunks, and swarming D! 


STRATEGY SESSION 
Offense 


The name of the game is slamming. 
Dunks, that is. If you get close to the 
basket and shoot, you will probably 
jump to one of the three different 
slam dunk sequences. 


If you’re in front of the 
basket, you'll see a slightly 
angled viewpoint. If you’re on 


ee et Wein Bae 
the side of the basket, you'll see 


a straight-on view. And if you’re 
underneath the basket, you'll see 
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an overhead view. With all the views, you must press the button 
when the white ball is in the red area. Do this and you're almost 
guaranteed to stuff it home. 

You can also shoot regular jump shots. They are harder to 
do than dunks, since you must press the B button twice in rapid 
succession. On the Easy and Normal skill levels, you won’t need 
to do many jump shots. On the Hard level, when the computer 
opponent can steal the ball with ease, you'll want to shoot jump 
shots before the ball gets stolen away from you! 

Three-pointers are the hardest 
shots in the game. When you go for 
three, the game switches to a behind- 
the-back viewpoint, then shows an 
overhead view of the basket as the ball 
swishes through the net or clangs off 
the rim. You shouldn’t shoot three- 
pointers unless you either want to or 
need lots of points in a hurry. 
Otherwise, stick with the dunks. 

Keep the ball moving from one 
player to another by passing the ball 
around. You can even fake a shot, then 
pass the ball. If a defensive player catches up with you (and he 
will), he’ll rip off the ball before you can blink. 


Defense 


The computer opponent plays maniacal defense. If you don’t 
pass often, you'll be picked cleaner than a plucked chicken. 
Keep the ball moving! 

When you're on D, go after the guy with the ball and press 
C as fast as you can. Steals are incredibly easy once you get the 
hang of them. 

When defending against a dunk, press B rapidly. Don’t get 
too upset if you don’t block many dunks; they’re a pretty high- 
percentage shot, after all! 

Don’t worry about fouling; fouls are VERY rare in this 
game, and none of your players can foul out! Just tap that C 
button and steal the ball! 


SHH... THE SECRETS 


No secrets here. Practice and hard work are the keys to victory! 
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PGA TOUR GOLF 


WHAT’S GOING ON? 


The PGA Tour has been around for over 60 years. In that time, it 
has seen the best golfers of all time: Arnold Palmer, Jack 
Nicklaus, Walter Hagen, Bobby Jones, Lee Trevino, and many 
more. Now you can get your PGA license and become a 
participant in the ultimate golfing experience! 


STRATEGY SESSION 
Teeing Off 


Most of the tee shots won’t need aiming. In 
this game, the most important aspect of tee 
shots is your ability to press the buttons 
with precision timing. If your timing is just 
a little bit off, your shot could sail into the 
rough, or worse, a bunker. Practice your 
shot timing! 

Never, never, NEVER go into the Overswing power area. 
When you use Overswing, the ball may go in a totally 
unpredictable direction. Wimpy tee shots are much safer than 
power swings. 


On the Fairway 


Since the game automatically chooses the best clubs for each 
shot, you don’t need to hassle with that aspect of things. Your 
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biggest challenge is to aim the ball properly, and to adjust for 
the wind. The wind has a large factor on the ball. Don’t be 
afraid to aim a lot in one direction to offset the wind blowing 
in the other direction. 

On some holes, the wind will occasionally die down, or 
even stop, for brief moments before starting up again. If you are 
patient enough, you can wait for these lulls, and then start your 
shot. The wind will be frozen at whatever speed and direction it 
was blowing in when you start the shot. 

Remember that your approach shots have backspin on 
them. Aim a bit past the hole, and then let the backspin roll the 
ball back into the cup. 


Putting 


If your putt is less than five feet, the slope of the green shouldn’t 
have any effect on your shot. Just hit the ball with enough 
power to get to 
the hole! 

Pay atten- 
tion to the 
inches above or 
below the hole 
that the ball is. 
If the ball is 
above the hole, 
the ball will be 
rolling down- 
ay hill, and the 

== shot will need 

less power. If 

the ball is below the hole, the ball will be rolling uphill, and will 
need more power. 

If you’re more than 15 or 20 feet from the hole, forget going 
for a birdie; just try to get the ball close enough to the hole for an 
easy second shot. If you go for the putt, and blow it, the ball 
might roll so far away that it will take you three or more shots to 
finish out the hole. 


SHH... THE SECRETS 


No secrets for this game. Just keep entering tournaments and 
you're bound to win one! 
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TOMMY LASORDA BASEBALL 


itt 


WHAT’S GOING ON? 


Tommy Lasorda is the manager of the Los Angeles Dodgers. He 
keeps his team in the hunt every year with his brilliant coaching 
strategies. Now you can try to out-manage Tommy at his own 
game—baseball! 


STRATEGY SESSION 


Batting 


You need perfect timing to 
connect with any of the com- 
puter’s pitches. One strategy is to 
move to the top of the batter’s $ ov 
box and crowd the plate as much ` 
as you can. This often lets you get 
a piece of the ball before it even 
reaches the plate! Or you can drop 
all the way to the bottom of the 
batter’s box and wait for pitches to 
come at you. 

Be selective with your pitches. If 
you swing at every pitch, you'll be 
striking out more than Jose Canseco. 
Wait for the pitch you want, then 
swing and pound it out of the park! 
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Pitching 

Mix up your pitches, especially against the computer. The more 
predictable you become, the more hits you give up. And try not 
to throw fastballs against the computer opponent—it just loves 
to knock them for homers. 


Fielding 

Listen to the “voice” that speaks just after the ball is hit. He tells 

you which fielder you are controlling. There usually isn’t much 

time to react; just move toward the ball as quickly as you can. 
Don’t throw the ball to the base a runner is on; throw to the 

base ahead of him. By “leading” the runners this way, you stop 

the opponent from getting extra bases on hits. 


SHH... THE SECRETS 


Fantasy League 
Enter this password to participate in the bizarre Fantasy League. 


The colors on the screen will be totally wild! 
VU9IrstpomXcZTiebrHWyW 


WORLD CHAMPIONSHIP 
SOCCER 


264 


Superstar Sports Games 


WHAT’S GOING ON? 


Soccer is the world’s most popular sport. Become one of 24 teams 
from around the world fighting to win the World Championship! 


STRATEGY SESSION 


Offense 


Use the B button to kick High 
= Passes from player to player. Low 
passes, with either the A or C 
buttons, can be easily stolen away 
from you. 

When you get within range 
of the goal, start using the A 
button to hit headers and reverse kicks. 
These tricky kicks can often catch the goalie 
off guard. Aim for the corners of the net, 
where the goalie has to leap to block the 
kick. If the goalie blocks the kick, but doesn’t 
catch the ball, kick the ball into the now- 
unguarded net for an easy goal! 


Defense 


Use the A button to slide at your opponents. Don’t worry 
about penalties, because there are none! You can foul to your 
heart’s content. 

If your opponent gets deep into your half of the field, get the 
ball away from him and use the B button to High Pass the ball 
out of your zone. The sooner you clear the ball away from your 
goal, the better! 


SHH... THE SECRETS 


There are no secrets for this game. 
Just keep at it and you may walk 
away with the World Champ- 
ionship Cup! 
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Short Tips 


Here are some tips to add to your fun... 


AFTERBURNER 


Music Selection Screen 


When Game Over appears, hold down B until it disappears. A music selection 
screen will appear. To resume play and exit the screen, hit Start. 


AFTERBURNER II 


Level Select 


Wait for the Start/Options screen to appear. Hold down A, B and C and press 
Start twice. Wah-lah! 


BUDOKAN 


Beat Okabe and Hirose 


To defeat Tetsuo Okabe (Match 5) and Miyuki Hirose (Match 8), select the Bo as 
your weapon. When the match begins, press A, B or C and hold Left. You will 
block all of your opponent's attacks. Wait until you have maximum Ki, then 
strike your opponent. One hit will win you the match. 


BURNING FORCE 


10 Lives Per Continue 


Press Start on the title screen so that “START/OPTION” appears. Press B, A, B, 
A,A,C, A, A and Start. When you continue, you'll get ten men! 
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GAIARES 


Stage Select 

Go to the configuration mode by holding down A, B and C and pressing Start. 
Place the sound test at 18. Hold down A on the second controller and exit the 
configuration mode. Press Start on Controller One to go to the Stage Select. 
Weapon Power-Up 

Enter the Stage Select mode, then begin the game. Pause the game and hold U 
while pressing A twice. Resume the game and shoot the TOZ to power up your 
weapon. 

Weapon Select 


Enter the Stage Select mode, then begin the game. Pause the game and hold U 
while pressing A to select your weapon. 


GAIN GROUND 


Level Select 


Go to the Option Screen. Move the arrow to the Level selection. Press A, C, B 
and C. Round Select will appear below Sound Test. 


HARD DRIVIN’ 


Traffic On The Practice Track 


Play a regular game. When you finish and return to the title screen, press C to 
enter the Options screen and set the game to Practice. Hit B and C, then press 
Start to exit the menu and start the game. You'll be practicing with the traffic of 


the regular game! 
Hit The Cow 


When you're just coming onto the Stunt Track, aim for the cow on the side of the 
barn. Hit it and you'll hear a hysterical moo! 


Look out for the cow! 
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HERZOG ZWEI 


Password 
The password for Level 32, the final level, is: JLJOIGLAOKN. 


INSECTOR X 


Unlimited Continues 

When “Game Over” appears, wait for “Press Start Button To Continue” to 
appear. Press Down, Up and Left, then press C. Each press will add one continue 
to your total! You can have up to eight continues at one time. 


THE LAST BATTLE 


Secret Continue 

If you're past Chapter One, you can continue from the last Chapter you reached. 
When the game is over, hold down A, B and C, then press Start four times while 
holding them down. Now select the Chapter you want . 


MIDNIGHT RESISTANCE 


Stage Select 


On the title screen, hold down C and press Start. When you begin the game, 
press Start to pause, and then hit A to advance one level. You can repeat this trick 
endlessly to skip to any level! 


PHANTASY STAR II 


Defeating Dark Force and Mother Brain 

Make sure your party is made up of Rolf (that’s you, if you've changed Rolf’s 
name), Rudo, Anna, and Amy. Rolf must have 165 technique points, so that he 
can use the Megid Technique three times. Make sure Amy has 160 technique 
points, to use Nasar three times and Nasak once. The best weapons to have are: 
Nei Sword (Rolf), Nei Shot (Rudo), Nei Slasher and Acid Slasher (Anna). Amy is 
the Healer, so she doesn’t get weapons. 

When you start fighting, set Rolf to Megid and Amy to Star Mist (if she has 
none, use Nasar). When you use the Megid Technique, your party will lose half 
of its energy, so use Amy to heal the party. Keep pressing B to plan strategy in 
between rounds. When Rolf runs out of Megid, have him use the Nei Sword. 
When Amy runs out of Nasar, have her switch to Nasak. 

When you destroy the Dark Force, use the Nei Sword to revive your 
companions, get your energy restored by Lutz, and go get the Mother Brain. 


Resurrect Nei 


Before you go to Climatrol, have Shir steal some Moon Dew. Give it to yourself, 
Rudo or Anna. Now go to Climatrol. After Nei is killed, and during the fight 
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with Neifirst, use the Moon Dew to bring Nei back to life. She will fight with you 
against Neifirst. 
POWERBALL 


Sound Test 


Go into the League Continue Mode and select China as your team. Enter the 
password KWGEN and hit Start. 


SHADOW BLASTERS 

Invincibility 

Select a two-player game, then choose your characters. Once you start playing 
the first level, let Player One's energy drop to the last block on his energy bar. 


Press Start on Controller Two rapidly and let Player One get hit again. He should 
appear in the center of the screen and start flashing. He is now invincible. 


SHOVE IT! 


Password 
Enter this password to play the final level: AYASAM! 


SUPER HANG-ON 

Password 

Use this password for an obscene amount of cash: 5FF3F540F33504 
FFHWKJOMBJOFDU 

SUPER MONACO GP 


Password 


Use this password to go to Race 15. If you crash, you'll be rewarded with the 
ending sequence. 


0Q76 2ILM F200 0000 
0010 H10F B324 5D76 
CA89 EGC1 0000 0002 
0000 0000 F200 2CAC 


SWORD OF SODAN 


Potion Warp 
Collect 4 Etherium potions and drink them all at once to warp to the next level. 


Controller Warp 
Make the highest score on the high-score screen. Enter your name as HINANP:) 
and begin a new game. Now press Start on Controller 2 to warp to the next level. 
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TARGET EARTH 
All Weapons On Stage Two 


On Stage One, fly to the warship without destroying any other enemies. Destroy 
the warship at 52 miles or more from the base. If you have done this correctly, 
you will have 2800 points and no bonus weapons. When you begin Stage Two, 
you will have every weapon. 


Change The Firing Setup 
Press Buttons A, B and C simultaneously. 
Invincibility 

Press Start on Controller 2. 

Infinite Continues 


Play to any level after Level 1, then die and go to the Option Mode screen and 
press Start. A woman will appear with the words Continue Up. Exit the Option 
Mode. The title screen will appear, and you'll have nine continues. You can 
repeat this continue trick at any time during the game, but only when you have 
less than three continues remaining. 


Rotate The Title Screen 

On the title screen, press A and C, while pressing U and R on Button D. This will 
rotate the logo. 

Two Player Mode 


On Stage One, wait for the first green alien to appear on the right side of the 
screen. Press Start on Controller 2. Now one player controls the regular robot 
while the other player controls the enemies’ robots. 
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THUNDER FORCE IlI 
Wave And Wink 


On the ending sequence of the game, press C and your character’s hands wave 
and eyes wink. 


TWIN COBRA 

Ending Sequence 

We recommend you not use this trick until you've actually beaten the game; 
otherwise, you'll just be cheating yourself out of a reward. Anyway, press Start 
to reach the green title screen and press U, D, R, L, A, B, C and Start. The ending 
will roll. 

14 Continues 

Press Start to reach the green title screen, then hit A to pump up your continues. 
You can get 14 maximum. 

Maximum Weaponry 

Pause the game. Press U, D, L, R and hold down A while pressing Start to 
resume the game. Your weapons will be at full power. 

Unlimited Bombs 


If you run out of bombs, pause the game. Press U, D, L, R and hold down B 
while pressing Start to resume the game. You can repeat this trick endlessly. 


VALIS Ill 


Stage Select 


On the title screen, hold down A, B, C and U while pressing Start. The screen 
will go black. Let go of Start to access the Stage Select. 


ZOOM! 
See The Programming 


During the One/Two Player screen, press U, U, D, D, L, R, L, R, A and B. A 
special screen will now appear. Select Debug on this screen, then play the game 
and press A. The screen will split in two and reveal a bizarre series of letters and 
numbers. This is the actual programming code of the game! 
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CAUTION!!! 
CAUTION!!! 
CAUTION!!! 


The following super-secret tips require that you take cartridges out 
of the Genesis, and put cartridges in, while the unit is still on! 

his can seriously damage your Genesis unit. 
Perform these tips at your own risk! These tricks 


usually take several attempts before they work. (If it makes you feel 
any better, we haven't yet zapped a Genesis by using these 
tricks—but we might just be lucky!) 

It is almost always a bad idea to insert or remove a cartridge 
while the unit is still on. This applies to any video game system. 
However, these tips do work, and others have also used them with 
great success. It is not Sega policy nor ours to recommend these 
procedures. However, some of our fans would never forgive us if we 
didn’t pass along all our secrets. So here they are... 


CAUTION!!! CAUTION!!! READ THIS FIRST!!! 


ALEX KIDD IN THE ENCHANTED CASTLE 


Infinite Lives 


Insert Space Harrier II or Super Thunderblade into the Genesis and turn it on. Go to 
the Options Menu. Take the cartridge out of the Genesis without turning the 
power off. Insert Alex Kidd in the Enchanted Castle into the Genesis. Start the game 
and you'll have infinite lives. 


ALTERED BEAST 
Infinite Lives 


Insert Golden Axe into the Genesis and turn it on. Wait for the Sega logo to appear 
and then take the cartridge out of the Genesis without turning the power off. 
Insert Altered Beast into the Genesis. Press Reset and go to the Option Mode. If 
the player number is 0, you have infinite lives. 


CAUTION!!! CAUTION!!! CAUTION!!! CAUTION!!! 
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CAUTION!!! CAUTION!!! CAUTION!!! CAUTION!!! 


E-SWAT 

Level Select 

Insert E-SWAT into the Genesis and turn it on. Take the cartridge out of the 
Genesis without turning the power off. Insert E-SWAT back into the Genesis. 
Press Reset and press Start when the information screen for Level 1 appears. 
Hold L on Button D while holding down A, B and C. When a number appears, 
move U or D to change the level number, then press Start. 


GHOULS’N GHOSTS 


Secret Title Screen 

Insert Super Thunderblade into the Genesis and turn it on. Wait for the Sega logo 
to appear and then take the cartridge out of the Genesis without turning the 
power off. Insert Ghouls’n Ghosts into the Genesis. Press Reset and the secret title 
screen will appear. (This is the title screen for the Japanese version of the game.) 


THE LAST BATTLE 


Level Select 

Insert Space Harrier II into the Genesis and turn it on. Push A on the title screen to 
get to the selection screen. Take the cartridge out of the Genesis without turning 
the power off. Insert The Last Battle into the Genesis. When the screen says 
“Legend of the Final Hero” press A, B, C and Start at the same time. The screen 
will say Chapter 1. Push Up on D to select the Chapter you want, then press 
Start to play. 


MICHAEL JACKSON’S MOONWALKER 


Level Select 

Insert Moonwalker into the Genesis and 
turn it on. Wait for the Sega logo to 
appear and then take the cartridge out of 
the Genesis without turning the power 
off. Insert Moonwalker back into the 
Genesis. Press Reset, then press Start and 
you will be able to select your level. 


RAMBO Ill 
Infinite Lives 


Insert Altered Beast into the Genesis and turn it on. Wait for the picture of the 
statues to appear and then take the cartridge out of the Genesis without turning 


CAUTION!!! CAUTION!!! CAUTION!!! CAUTION!!! 
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the power off. Insert Rambo III into the Genesis. Press Reset on the Genesis, then 
start the game. 


REVENGE OF SHINOBI 


Secret Title Screen 

Insert any cartridge (except for Revenge of Shinobi, of course) into the Genesis and 
turn it on. Take the cartridge out of the Genesis without turning the power off. 
Insert Revenge of Shinobi into the Genesis. Press Reset and the secret title screen 
will appear. (This is the title screen for the Japanese version of the game.) 


SPACE HARRIER Il 


99 Lives 

Insert Altered Beast into the Genesis and turn it on. Wait for the picture of the 
statues to appear and then take the cartridge out of the Genesis without turning 
the power off. Insert Space Harrier II into the Genesis. Press Reset on the Genesis, 
then begin the game as normal and you should have 99 lives. 


STRIDER 


Infinite Lives 

Insert Altered Beast into the Genesis and turn it on. Wait for the Sega logo to 
appear and then take the cartridge out of the Genesis without turning the power 
off. Insert Strider into the Genesis. Press Reset. When you begin the game, you 
should have nine (or occasionally zero) men left, and the counter will stay at 
nine (or go from zero to nine and then stay at nine), even when you die. 


THUNDER FORCE II 


Level Select 

Insert Target Earth into the Genesis and turn it on. Enter the Option Menu and 
change Pad Reset to Enable. Return to the title screen and let the story run. When 
you see the green enemies firing during the story, take the cartridge out of the 
Genesis without turning the power off. Insert Thunder Force II into the Genesis. 
Press Reset and go to the Configuration Mode by pressing A and Start. Press L 
and R to select your level. 


CAUTION!!! CAUTION!!! CAUTION!!! CAUTION!!! 
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WE’RE GIVING AWAY GAMES!!! 


Did you get that? 


FIVE lucky 

winners will get to 

choose from a list of 

Sega’s hottest and 

raddest Genesis games. Each winner 
gets to choose SIX games from the list! 


To enter the Secrets of the Games/Sega 
Genesis Cartridge Giveaway Contest, 
simply fill out the form on the next 
page and send it to: 


Secrets/Sega Contest* 
P.O. Box 1260SC 
Rocklin, CA 95677 


* All entries must be postmarked by March 1, 1992. 


Contest Rules 


¢ Only one entry allowed per person. 

e Entries must be postmarked by March 1, 1992. All entries become the property of 
Prima Publishing. 

e Winners will be notified by mail. All decisions are final. 

e Employees of Prima Publishing, Sega of America, Inc. and their affiliates are ineligible 
to enter. 

e Prima Publishing and Sega reserve the right to cancel this promotion at any time with 
appropriate notice. 

e Winners’ names and prize information may be used by Prima 
Publishing and Sega for any promotional or advertising 
purposes without further compensation. 


e €ARTDLINGS ONLY. 
Sorry, Toejam and Earl! 


Tbe SECRETS OF TDE GAWMES/SEGA 
GENESIS CARTRLOGE GIVEAWAY 


Yes, I wouldn't mind winning SIX free Genesis games. 
My name is 
I live at 

City State Zip 
Phone Number ( ) Age 


Where did you purchase this copy of Sega Genesis Secrets 2? 


What are your favorite Sega Genesis games? 


What magazines do you read? 


Do you own any other game consoles? If so, which ones? 


Do you play computer games, too? What system? 


If so, what are your favorite computer games? 


If you don’t want to tear out this page and ruin your book (and who would?), you can send the 
same information on a piece of paper, or you can send in a photocopy of the page. 


NOW AVAILABLE 


Nintendo Games Secrets ..ccccscsscsccosccsssssoccsssscssescossscosssovsessecessees $9.95 
Nintendo Games Secrets Volume 2 ......::csccssessesssssseeeeseeeneeeees $9.95 
Nintendo Games Secrets Volume 3 ......:cccscsseeeseeeeteeseeteeeeeees $9.95 
Nintendo Game Boy Secrets.......sciscssscsssssvosnsnsaccnosisaisonsseeansies $9.95 
Sega Genesis HSCS za iiss asaiwenredincantesicasnusnienmientnareisannnsennatiecsietn $9.95 
Sega Genesis Secrets Volume 2 wcsevccnesarccensvvseessinnnosuanvonsnpanreosise $9.95 
TurboGrafx-16 and TurboExpress Secrets .......:ssessessseeeseees $9.95 


UPCOMING VIDEO GAME BOOKS 
TurboGrafx—16 and TurboExpress 


Secrets Volume Z cisccvssccsessacuesssavevszeesthvaccsseevinecssveasns $9.99 (Oct.) 
Nintendo Game Boy Secrets Volume 2 .......ssccsssesees $9.99 (Oct.) 
Super Nintendo Entertainment System 

(GAINS Secrets anren a a $9.99 (Nov.) 
Super Mario World Setnets scvsucisseasswaissueiosesovecewenses $9.99 (Nov.) 

COMPUTER GAME BOOKS 
SimEarth: The Official Strategy Guide .........sssceseseeseeseens $18.95 
Harpoon BatlEDOOK ticissictsnasicrensncessnncrinesersastinrassantessoenespetionnte $18.95 
Wing Commander Land 1 scsisicscerissascessscascresnesessnesneite $18.95 (Oct.) 
The Official Lucasfilm Games 

Air Combat Strategies Book........ccccsssseseeeeeresees $18.95 (Oct.) 
Chuck Yeager's Air Combat Handbook........:.se00 $18.95 (Oct.) 
Ultima: The Avatar AdventureS.....s.ssesisecrscessseesss $18.95 (Nov.) 
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And there's a lot more 
d where these came from.... 


TO ORDER BOOKS ONLY 


Please send me the following items: 


Unit 
Quantity Title Price Total 
$ $ 
$ $ 
$ $ 
S $ $ 
$ $ 
Subtotal $ 


7.25% SALES TAX (California only) $ 
SHIPPING $3.00 $ 
TOTAL ORDER $ 


HOW TO ORDER 
By telephone: 
With Visa or MC, call (916) 786-0426. Mon.-Fri. 9-4 PST. 
By Mail: Just fill out the information below and send with your 
remittance. 


My name is 
I live at 
City State Zip 
Visa /MC# Exp. 
Signature 
PRIMA PUBLISHING 
P.O. Box 1260 
Rocklin, CA 95677 


(Satisfaction unconditionally guaranteed) 


U.S. $9.95 
CAN $13.95 


ISBN 1-55958-125-5 


o 86874 00995" o 


#58-1210 


Our goal is to preserve classic video game magazines s 
they are not lost permanently. 


People interested in helping out in an 
please visit us at www.retromags. 


No profit is made from these scans, nor dc T 2 
available from the Publishers s themselves. | 


If you come across anyone selling eles from 
this site, please do not support them and do let us know. 


Thank you! 


